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Now available exclusively from PAGE 6 SOFTWARE
TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE!
TRANSDISK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly!

•  Handles any type of cassette format
•  Allows several games on one disk
•  Handles cassettes that require full 64k memory
•  Complete  with chart of exactly how to transfer

the more popular games

TARITALK
THE QUICK AND EASY WAY TO
TRANSFER FILES TO YOUR ST
Now you can simply and easily transfer files to your ST without
the need for a costly interface. TARITALK will transfer text files.
database information, pictures, music files, BASIC programs, in
fact any file that has a normal DOS directory entry. Just plug in
The TARITA1K cable,  run the software on each machine and
your files will be transferred complete with full error checking.

Please note that TARITALK does not convert files • it is up to you
to make any amendments necessary to use the files on your ST

TARITALK is £19.95 complete with cable,
software and instructions

"Rdei ditoot P/415 6
THE BIG DEMO

The best demo ever pr oduced for the
XL/XE. Great graphics, excellent music
and the best sampled sound ever
heard on an 8-bit Atari (even beats a
lot of the ST stuff!)
Can you afford to miss out any longer?

THE BIG DEMO is £3.95
Please 11DIE that some of scrolling messages contain words that
some people rarght object to and the cliU should not be
considered suitable for young children. The BIG OEMO requires
a 1050 dis* drive and will not run lu lly vddi any other drive

PAGE 161,:?DSTotYgyot.),,5
TRANSDISK ly Best Seller!

•  Handles cassettes that load extra levels
•  Use all available memory on XL/XE machines
•  Full step by step instructions included

SPELL ME
Let your young ones enjoy
learning with your XL/XE

A delightful program to teach tour to five year
olds the alphabet plus word recognition and
word and picture association. Guide them
with those first steps whilst also teaching them
to enjoy the Atari as a creative tool. SPELL ME
has been written by a qualified teacher.

Cassette E4.95/Disk £6.95
exclusfv4Ny room PAGE 6 SOFTWARE

Price E19a95

MINI OFFICE II
The only combined business/application package
for your Atari now available from PAGE 6
MINI OFFICE II is acknowledged as one of the best appl ications
programs ever written for the 8-bit Atari. You get a WORD
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER, LABEL
MAKER and COMMUNICATIONS - all in one program. Almost
every serious application you can think of is contained in MINI
OFFICE II and each module is first class - as good as any stand
alone program i f  you can find one!

MINI OFFICE H is the program no serious user should be without

Price £14.95
ATARI SOFTWARE BARGAINS

Please check our supplement or telephone for details of
dozens of great offers on Atari software - many at half price

MIDIMASTER
The package that allows you to connect any
Midi synthesiser to your XL/XE. Record in real
time on up to 8 tracks - play back with any
voice - change tempo - transpose - plays
AMS or Music Studio files i ncl udes voice
patch editors for certain Casio and Yamaha
synths a n d  more.
Comes complete with interface cable,
software and full instructions

Price £24.95

All items on this page may be ordered with the order form on page 54 or by writing to
PAGE 6, P.O. BOX 54, STAFFORD, Silo 1DR.

Credit card orders may be telephoned to 0785 213928 or FAXed to 0785 54355
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RADICAL RUPERT

A weird sort of game

SUBSCRIPTIONS
Annual subsc ript ion rates  (6 issues)

Overseas rates reflect only me difference in postai costs

NEW ATARI USER ON DISK

A disk containing all of the 8-bit programs
from each issue of  NEW ATARI USER is
available either separately or on subcrip-
lion. Single price £2.95 per disk. Subscrip-
tion rates (6 issues)

Please make cheques payable to PAGE 6
PUBLISHING and send t o  t he Editorial
address shown below

SUBMISSIONS

PAGE 6 welcomes and encourages its readers to
submit, articles, programs arid reviews for publi-
cation. Programs must be submitted on disk or
cassette, articles should wherever possible be
submitted as text tiles on disk. We seek to en-
courage your participation and do not have strict
rules for submissions. If something interests you.
write a program or article and submit it
, A p p r o p r i -ate payment will be made for all published prog-
rams and articles, all payments being made at the
end of the second month shown on the cover of
the issue concerned.

All original articles, programs and other material
,n N EW ATAR I  USER i s  copyright  o f  the  author
as credited A l l  uncredited material is  copyright
PAGE 6. Unless containing the by-line -
A ll R i g h t sReserved any  material in  NEW ATARI USER
may be reproduced by User Groups and other

-non-profit making organisat ior's provided that the
authors name is included and P A
G
E  6  i 5  
c r e d i t e d

as the onginal publisher. Permission to publish
elsewhere should be obtained from PAGE 6 or
the author. Editors of  newsletters reproducing
material are requested to send a  copy of  the
relevant issue to the Editorial address of PAGE
6_ Whilst we lake whatever steps we can to
ensure the accuracy of articles and programs and
the contents of advertisements. PAGE 6 cannot
be held liable for any errors or claims made by
advertisers.

ATARI (TM) i s  a  regis tered t rademark  o f
ATARI CORP. A ll references should be  s o
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publication and has  no connection with Atan
or with any other company or publisher.

The next issue of
NEW ATARI USER

will be on sale 22nd November
Editorial copy date is 15th October
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THE CREDITS
All of  the usual s tuf f  is on page 3 but  here arc
the people who made this  issue possible.
Les E lliAgham did the usual edit ing. layout,

- s t y  up and played around with the fi n-
ed(?) vers ion of  Fleet Street 3 with help
m a n  who jus t played quiet ly  on his  own

ost of the t ime

dy  did the usual in look ing after the
vertis ing. coping with I he mail order and

ts more
•
ow that Mrs  Busby  has settled in we are
*rig to call her Stacey and hope that she
sn't have too many  birthdays  otherwise

thing will ever get done
e Regular Contributors ,  who prov ide the
ckbone of the magazine and can generally

' r e l ie d  upon to COMr up with good art ic les
, d  reviews, are .
, M a r k  Hutchinson J o h n  5 Davison
' J o h n  Davison jr J o h n  Sweeney

Paul Rixon D a m o n  Howar th
Ian Eirdayson

All other contributors  for this  issue are indi-
v idually  credited alongs ide their artic les or
programs. Thanks  to everybody for sharing
their work  and enthus iasm with other Atari
tisers.
We never did hear

The cover pic ture comes front Paul Lay 's new
game HOT BLOCKS a n o t h e r  one that  is
hard to illus t rate in any other way. Let's  hope
that a feature on the cover will encourage
Paul to keep writ ing for the 8-bit !
This issue is dedicated to ROY HARPER who.
after Et couple of  albums in the wilderness.
has come back with an absolute stunner.
ONCE contains some of  Roy's best songs eoer
ant i IF stands as thefi nes t song on religions
eoer penned. And only  Roy Harper wouk i
h a m the courage to write THE BLACK CLOUD
OF ISLAM which stuns up precisely whirr
these nutters are all about_ Thanks, Roy. for a
great lis tening eAperience and the chins down
Site spine. A ll I etth do in return is  say thank
yat t for helping to create another issue of  an

gnifi cant lit t le computer magazine w id lo r
hav ing the courage to sag things that rwied to
be said.

NEW ATARI USER is the magazine,
PAGE 6 is the concept.  Wherever you see

PAGE 6 you'l l  know what i t means!
The next issue of NEW ATARI USER could

feature YOUR article or program,
so SEND IT IN NOW!

P A G E  6  sh o wA jaV i  wh at  ,',Ott Cart tin  wi th  yo u r A W L  Wi th
the exception o f  fi ned aurput on a ti tta• Inw, and a,e o f  ri repro
camera fo r  the lis tings and photos. she magazine i t  prepared
entirely with A tar i  based equipment and software •  not a
Ilac intash or  /B M  ira Tight! Hardware used i n t
-
t u c k s  : J O K E _
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.tr ar t 511104 hard disk dr ive, Climatic ; I  meg disk dr ive.
Epson 11X100 pr inter , Kyocera laser  pr inter , .Sfi croskuffer
pr inter  buffer . Software i t, e bidet- Superscr ipt, Tur bo Haste.
Kermit, PC
. 
i n t e r
c o m m
,  
T
.  
i l l
b T
A L
k .  
S
T
W
r
i t
e
r
,

Panes,: and Fleet Street Publisher ,
trsir les and programs submitted on N1.41,, disks are eubjec
,ted to var ious custom wr itten p r o tr a c t  before being trans fer .

fed across Jo the NT Wet S A RI- TA LK . A l l  major  editing Sc
dome wi th Pratex t and pages coe la id out wi th Fl e a  Street
Publisher. d i s k  with the  fi nahed pages is  sent up lo a
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its- not quite a., 'gray in  their. hut you get the idea?
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T IME OUT?

WAR GAMES

In theory.  the longer you do something the easier it s hould become and the less t ime
It should take. In the world of  produc ing specialist interes t  computer magazines this
doesn't seem to hold t rue,  however,  especially  when produc ing the magazine is not
the only  t hing to he done. When the t ime comes round to prepare another issue (as it
does all too often!) it  takes about  two weeks of  solid work  during which t ime there is
not  muc h t ime to do any thing else. Us ing the computer to write programs or play
games went  out  of  the window many  years ago and I emy  those of  you who are able to
do these things. In its place comes us ing the Atari as a creative tool whic h in itself  is
quite rewarding especially when programs come along, or are enhanced,  to allow you
to achieve very professional results  without.  going to outs ide agencies but  somet imes
those rewards  can be hard won!
Fleet St reet  Publisher is one of  those programs  and, if  all goes well.  this  issue wil l

have been produced us ing Fleet Street  3. I say ' if  all goes wel l  s ince at. the t ime of
wri t ing there appear to be one or two small problems in the Postscript out put  rout ines
which,  i f  they can't  be solved, wil l  mean creat ing the ent ire magazine again on the old
version! St ill,  c reat ing the whole magazine again is nothing new! Jus t  as I fi nished the
last issue I had a major  disaster and had to recreate the ent ire magazine - a week's
work  that  took only  a couple of  days second t ime round,  but  that  was a couple of  days
that  could have been spent doing some of the normal things that  normal people do.
The major problem is lack of  staff. Running a magazine wit h a full t ime editorial s taf f

of one is not  what  any sane publisher would ever contemplate!  Unless you are mak ing
a lot  of  money, however.  it  has Lobe done that  way because the world of  magazines.
graphics  and wri t ing is a very high cost world.  One occupat ional divers ion Is to look
through the produc t ion credits  of other magazines, of ten more interes t ing than
reading the magazines themselves, to fi nd out  how others cope. There are several
small c irculat ion magazines who work  in the same way hut  when you come to the big
sellers, the dif ference is remarkable.  Take AUTOSPORT for instance, a full t ime team
of forty wit h another thirty-seven outs ide cont ributors .  All work ing on one magazine!  I
bet these folks go home at 5 pm.  and do things  like decorat ing the house, plant ing the
garden. play ing computer games, going out, maybe even watching the television!
When we have our staff of forty. I ' ll take a bit  of  rest and, maybe, even answer some

of your letters!

Are you interested in wri t ing some reviews for us on wargames for the XL or XE? Miles
Bet ter Sof tware have k indly  donated some of the SSI war  games for review but  the
chap we had lined up as a wargame rev iewer has now deserted the Atari scene so we
have the sof tware but  no reviewer. Get in touch if  you are heavily into wargames  and
can write an object ive review and we will wing them along to you. Please don't  apply
jus t  to get some free software, you mus t  be able to writ e c learly and concisely ant i be
able to submit  the reviews fairly  quickly.

STILL MORE CONTRIBUTIONS
Thank s  to those of  you who sent  in cont ribut ions  as a result  of  last issue's editorial.
We now have some programs and art ic les lined up for the next  issue but  only  some.
We s t ill need a lot  more. What  has happened to all the games in Basic that  wi l l  help to
teach others how to program? Most  of  the games submiss ions  tend to come in the
form of machine code which might  create great  games but. doesn't  teach the folks
typing them in muc h about  programming!  What  has happened to the folks who used
to writ e art ic les for magazines like Monit or or the major magazines that  occasionally
ran Atari art ic les or programs? Have they gone on to other machines? What  about
some of those old art ic les that  appeared many  years ago. maybe they could be dug up.
t idied up and reprinted? There is a stack of knowledge around on the Atari 8-bit  that.
could easily be shared wit h new users. so how about  digging deep and sending
s o me t h in g  in  to us ?

Z E  1 e f fi l r U l  x l . l n

1 NEW ATARI USER is created with FLEET STREET PUBLISHERfrom Mirrorsoft
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D ISKS B U D GET C A SSETTES

Blinky's Scary School
Crumbles Crisis
Decision in Desert

E4.50 Confl ict in Vietnam
E3.95 Cr usade in Europe
E8.95 Dr aconus

E8.75
-  E7.95

E9.95

Arka noid
Blinky Scary School
C osm ic Pira te
Doma in o f  unde a d

E2.95
E2.95
£2.95

Astrodro id
Boulde rda sh I V
C ra ck U p
Dre a dna ught

£2.96
£2.95
E2.95
E2.95

Druid E5.95 Fantastic Soccer E4.50 Encounte r EC22..9955 Fa nta stic So cce r E2,95
Financial Cookbook E5.95 Hawkquest E17.95 Fig Forth E2•50 Foolba ll M a na ge r E2.95
Kick Oft E10.95 J unos  First £4.95 Fruit M a chine  Simula tor E2.95 Ghostbuste rS £ 2 9 5

Jocky Wilson Darts E4.50 Ke nny  Daiglish E11.50 Gridrunne r E.2.95 Ha rdba ll £2.95
Las Vegas Casino E4,50 Li v i ng Daylights E4.50 Head Ove r H e e ls E2 9 5 Jet Bo o t  Ja ck £2.95
Mountain Bike Racer
One on One

£4.50 Ni nj a  Commando
£7.95 Phantom

E4.50
£4.50

Jo cky Wilso n 's D a rts
Las Ve ga s C a sin o
Living D a yligh ts

£2.95
C2.95
£2.95

Joe  Bla de  I I
Little  D e vil
Mad Ja x

E2.95
E2.95
£2.95

Plastron E9.75 Rosens  Brigade E4.50 Mirax F o rce E2.95 M ounta in Bike  Sim £2.95
Sea Bandit E3.50 Seven Card Stud E2.50 M ounta in Bike  R a ce r E2.95 N ightma re s £2.95
Silicon Dreams £7.95 S py  vs Spy Trilogy E5.50 Ninia  C omma ndo £2.95 Pha ntom £2.95

Speed Ace £4.50 S ta r  Wars £10.95 Pinba ll Sim u la to r C
9
.
9
5
5

Plane t Atta dc. E2.95

Textpro E2.95 Zaxxon E4.50 Prote ctor E2
2

Robot Kn ig h t s E2.95
Zero war E9.75 Zybex E4.50 Roule tte  Sim u la to r

Side winde r
E2.95
E2.95

Scre a ming Win g s
Spa ce  R ide r

£2.95
£2.95

Speed Ace E2.95 Speed R un £2.95
C A SSETTES Spa ce  Wa rs

Tale o f  Be ta  Lyra e
E2.95
£2.95

Syste m 0
Thu nde rlox

E2.95
E2,95

Tirrie slip £2.95 Tita n £2.95
Black Lamp E7.75 Colourspace E5.75 Turf Form £2.95 Wa rcopte r £2.95
Draconus £5.50 Kenny  Daiglish E7.75 Who D a re s Win s I I E.2.95 World  So cce r £2.95
Kick Ott E7.50 Hawkquest £9.50 Yogis Gre a t Esca p e E2.95 Zybox E2.95
Heartache
Rosen's Brigade

E7.75 Plastron
E4.50 Sea Bandit

£7.75
E3.50 XCl 2 Cassette Player 129.95SPECIAL

Speed hawk E7.75 Star Wars K  A  ElC I I D R I - ring for availability
Tiger Attack £7.75 Ze r o War E7.75 (ROM  C ATR I D GE)

E 2 _ 9 5 Blank 5.25 "disks 14.00 for 10

Grat in Internat ional,  who advert ise in this  issue, are
now import ing a select ion of the I CD range of 8 bit
products  inc luding the Printer Connect ion at .E29.99.
the P:R: Connec t ion,  US Doubler,  Act ion!  and MAC/
65. They  also have a nice lit t le catalogue detailing
other produc ts  current ly  being imported whic h con-
centrates mainly  on the produc t iv it y  side of the XL/
XE wit h hardware f rom Newell Industries.  such as
Oninimon,  Fas tchip and Omni l ieu
,  w h i c h  g i v e s  
f u l l
80 c olumn capabilit y  plus  memory  upgrades and
other enhancements.
On the sof tware side Gral in have a number  of prog-

rams that  mos t  users wil l  not  have heard of  such as
Blaz ing Paddles, a comprehens ive drawing program.
Members hip Program. to keep members hip records
and produce mai l ing labels, Schemat ic  Des igner for
produc ing c ircuit  diagrams.  Ot her programs that
have not  been available for some t ime inc lude the
database program Data Perfect and another data-
base called Super Database 1-2-3 whic h allows you

DON'T RUIN YOUR ATARI!
We recently received a,free sample of a neat

little device that will set you back a mere
£1.99 yet could save you afortune on repair
bills. Just a piece of  high density pant  but
cleverly designed to hold plastic vending cups.
standard Coke cans, slimline carts orititcw
cartons on your desk with no chance of them
being accidentally knocked oven The device
can be free standing or stuck down to your
desk.
It's called THE GRIPPER and should be avail-

able at places like garages etc. but we haven't
seen any locally. I f  you want  to find u stockist
give the manufacturers. Innovation Ltd., a ring
on 071 359 6919.

to create any number of master databases front the
main program.  all of  which can be run independent ly
The Gralin produc t  range is relat ively small but

contains programs and hardware that  you wil l  not
fi nd elsewhere, give t hem a lit t le support ,

NEW INTERFACE
Wit h printer interfaces in short  supply  since Fron-

t iers  decis ion not  to cont inue wit h the ICD interface,
news of a new Cent ronics  interface is good news
indeed. Derck  Fern hopes to have available short ly
an interface board requiring nu soldering that  can be
ins talled in your XL or NE. Expected retail price is
around 1-35 but  give Derek  a ring on 021 353 5730
for f urther details.
If you want  to take a look at the protects that  Derek

is into arid also pick  up some print er bargains  - he
wi l l  have a stack of  1027 and 1029 printers  available
- pop along to the Alternat ive Mic ro Show where
Derek  will be exhibit ing along with PAGE 6, Bourne-
mout h and Poole User Group,  Callis to and others.

C A L L I S T O  C O M P U T E R S
PO BOX 233, SHEFFIELD, SO 4A Z TEL: (0 7 4 2 )  326533

'Amffik
FREE ATARI 841T CATALOGUE AVAILABLE - TELEPHONE OR WRITE FOR YOUR COPY

UK and EIRE: POSTAGE & PACKAGI NG FREE on or der s over  £4.00.  Add 50p for  orders under  £4. 00
OVERSEAS: EEC countr i es add 75p per  i tem.  Non•EEC countr i es add e l  per  i tem

ACCESS, VI SA & E URO CARD cr edi t car ds accepted.  Order  by te l ephone wi th cr edi t car ds
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PORTFOLIO
CONNECTION

I have the fol lowing at
home,  800/EL, Star  LCIO
pr inter .  850 inter face and
modem.  Because I  do a lot
of travel l ing away from
home I  would l ike a pocket
computer  such as the Atar i
Portfol io.  Coul d you help
me wi th the fol lowing ques-
tions? Woul d I be able to
type in l istings from PAGE
6 to the Por tfol io? Could I
then transfer  this data in
any way to my computer  at
home,  ei ther  by TARI TALK
or  via the inter face? Could I
go the other  way round,  i.e.
send appoi ntments,  and
addresses from my main
database on my home com-
puter  to the Portfol ios
database?

Chris Hudson
Hc iensburgh

We have had several en-
quiries along these lines re-
cently. regarding the Portfolio
and the Ps ion Organiser_ In
theory there is no reason why
you cannot  t ransfer data be-
tween the 800XL and arty
other computer. given the right
sof tware and connecting
cables. You LVIIIfi rs t ly  need
an inter :lace on the 800XL
such as the 850 or JUR: Con-
nection. Then you need a
cable to connect the interlace
to your other computer t ,
h i c hcould be the first of  yout prob-
lems. The only ready  made
cable that we know of  will
connect the 850 to an ST or
IBM but we are not sure if  this
wi l l  connect to the Portfolio or
Pston, so you may  need to
have a cable made up. You
I t e Xi n e e d  s o m e  C OM M I l l t ie t t
-lions sof tware on either end.
For Ow 800XL there are public
domain programs available
(our disk  DS#9 contains Ker-
mit  arid Amodem) and there is

a cornms package on the Port-
folio.  Once you have all this.
you should be able to t ransfer
data both way s  without
problems.

Typing in program list ings
should be possible. but  you
wil l  not be able to access the
Atari 'CONTROL' diamet ers
on the Portfolio so wil l  need to
subst itute these characters
and retype them when ported
over to the 800XL.  l is t ings
transferred f rom another
machine should be in ASCII
Jormat and need to be entered
into the XL wit h the ENTER
command and then resaved
using SAVE Trans ferring
data out f rom the XL should
also be in ASCII so you should
ensure that any  database you
use can output  fi les in st raight
ASCII  formai.
All this should be possible

but we  have not tested it. The
ent ire subject of  t ransferring
data to other computers. espe-
c ially  portables. would make
an interest ing art ic le and
someone reading this must
have done it. How about writ -
ing the art ic le?

MEMORANDUM

Ther e is a sl ight error in
my MEMORANDUM prog-
rarn publ ished in Issue 45.
The N=%1 i n l ine 590 must

be changed to Nrohr,0 other -
wise the first record of aS
can't be found i f you type
the first letter  of that re-
cord in the Search mode.

Rober t de Letter
Belgium

1050 REPAIRS

I shall  be most grateful  for
your  help,  please. I  have a
1050 disk drive whi ch is in
need of attenti on but so far
have not located a local  re-
pairer.  I  can get to Bath,
Bristol  or Swi ndon i f you

know of a repairer  in these
towns.

D. Saunders,
Devizes

Repairers for 8 bit products
are now few arid far between
and most folks wi l l  almost  cer-
tainly  have to send their com-
puters and drives away .
There used to be a repairer in
your area called Avon Micro
Centre but we are not sure f f
they st ill repair 8 bits. you
could give them a t ry  on 0789
292269.  The only other repair
service that we know of

 is o,gered by  Derek
Fern who has an advert  eLse-
where in this issue.

COMPUTERHOUSE
WARNING

I am wr i ting to compl ai n
about one of your  advertis-
ers, Computer house UK.  Six
months ago I purchased an
X F5 5 I  di sk drive from
them which became faul ty
after  only 2 weeks.  For  six
months now I have been
trying to get them to hon-
our  the guarantee but they
refuse to answer any letters
I wri te on this matter .
Could you please therefore
consider  very careful ly any
future adver ti sements they
place wi th you or at least
warn your  readers about
this company.  I  am tr yi ng
desperately to get Atar i  to
take responsibi l i ty but this
seems highly unl ikely as I
purchased the machi ne
fr om Computer house.  I t
therefore looks l ikely that I
shall have to bear the cost
of any repairs needed.  Be
warned.

H.  Rayner ,
Leicester

We have not taken any  adver-
t is ing f rom Computerhouse
since the end of  last year and
In fact they  have not yet paid
us for the last advert isement
they placed. We are current ly
in the process of  suing the
company for non-payment  but
as they have failed to respond
to the summons it  looks likely
that the bailif fs  wi l l  have to be
sent in. Computerhouse never



f
were very good at submit t ing
advert is ing copy on t ime or
pay ing us but tve have never
had more than the odd com-
plaint  about them over the
years. Naturally  there wil l  be
no further advert is ing and
readers are warned about  re-
sponding to earlier advert ise-
ments.

UNFINISHED
BUSINESS

I own a 65XE and X Cl 2
tape recorder  and enjoy
your  magazine a lot but I
have a problem.  I  am a slow
typer  and i t takes me ages
to wr i te programs or  type
them in from magazines
and I  wondered i f there was
a way of wr i ting some of the
program I am working on
and saving i t and being able
to load an uncompl eted
program.  So even I f I shut
off the computer  I can re-
load the unfini shed prog-
ram and carry on from
there.

Gurb inder  Aulak .
B inn ingham

There is absolutely  no need to
complete a program before
you save it, indeed it is prefer
ably  to save several 'incom-
plete versions as you go along
in case there should be a
power ,failure or other problem
wit h your computer. All you
need to do is CSAVE or SAVE
you lis t ing at any  time. it
doesn't  mat ter what  stage
you are at. The program re-
mains  in memory  and you can
save it again when you have
typed some more I f  you want
to shut down the computer.

jus t  CSAVE or SAVE the list-
ing and then CLOAD or WA D
it again when you switch on. -
You cart then carry on typing
and the whole program wi l l  be
in memory.  I t 's s imple, jus t
save whenever you like, load
In unfi nished programs and
carry on typing.
I f  you have a very long list-

ing that  you would prefer to
split into sections then you
can save it in a c lif ferentfor-
mat  and combine the sections
later. I f  you use the command
LIST, such as LIST "C:" or LIST

' Dfi lename
-  t h e n  
t h e  
p r o
g r a
m

is saved in a f orm that can be
combined wit h other prog-
rams, or parts of  programs. In
this case you would type say
the fi rst hal f  of a program and
LIST it out  You could then
switch of f  and on again and
type in the second hal f  again
sav ing this wit h LIST to
another section of  tape or
disk. To combine the two just
enter the first lis t ing us ing
ENTER "Cr  or ENTER "D.:file-
name
-  
a n
d  
t h
e
n  
e
n
t
e
r  
t
h
e

second lis t ing us ing the
ENTER command. The two
list ings wil l  be combined into
one. The only thing you must
be careful of  using this
method is not to use the swne
line number in the second list-
ing since these wi l l  overwrite
original line numbers  f rom the
l i rs t  program when combining
the t wo listings.

WHAT PRINTER?

I 'm thi nki ng of buying a
pr i nter  to use wi th my
8 0 0 X L and I 'm tempted to
stick wi th Atar i  but I know
that  the 1029 is incompati -
ble wi th most commercial
software and I 'm not  clear
whether  this problem stil l
occurs wi th the XMM801.
Please put me out of my
misery by tel l ing me
whether  I would be able to
use software such as Pr int-
shop wi th the XMM801  or
whether  I should forget i t
and search out an inter face
for another  brand of
pr inter .
I f  you help me out on this

one,  you'l l  confir m my be-
l ief that yours is the best
magaz ine ever!

Al ison Dunbar
Fraserburgh

The prime considerat ion when
buy ing a printer is how much
you can af ford to spend. I f
you can af ford it, we would
recommend going for an inter-

face and an Epson compat ible
printer every l ime but you are
looking to spend a minimum
of  1  50 altogether probably
more. We would recommend a
Panasonic KXP1082 or s imilar
wit h an ICD Printer Connec-
tion whic h you should fi nd

wil l  cope wit h most commer-
cial software. I f  money is t ight
then y our only option. short  of
buy ing second hand,  is to get
an Atari printer. The 1029 can
now be picked t ip quite cheap-
ly but, as  you say. it  does
have compat ibility  problems
with some software. It is
nevertheless a good beginners
printer and should serve you
well for most non-graphics ap-
plicat ions. As far as the
XMM80 I goes. this  should be
an Epson compat ible but, like
many  so called 'compat ibles '
it isn' t fi t t ly  and you may  st ill
have problems wit h some
commercial software. It Is a
much better printer than the
1029 however and would be
worth pay ing a lit t le more for.
I f  you can fi nd one that is
because Atari no longer manu-
fac ture this model,. Try a 1029
as the cheap option or save
up for a third party  printer
and interface, the choice is
yours!

SPELLING CHECKER

I have a copy of mini  Office
I I  and find the whole pack-
age very useful,  very well
set out  and would recom-
mend i t to anyone who
wants a low cost office
package.  The one problem I
have however,  and I  suspect
others have a similar  prob-
lem, is my spell ing.  I t's not
bad but could be better .  Is
there any word processor
package on the market for
the X L/ X E  machines wi th
such a spel l ing checker
bui l t in?

B. Spooner ,
FIshguard

AtariWriter Plus has  a built  in
spelling checker and there is a
separate spell checker. Proof-
reader, for the Atari writer
ROM cartridge but  be warned.
both these are based on
American dict ionaries and
could cause you a f e w prob-
lems if  you believe everything
they tell you! The only word
processor that we know of
wit h an English dic t ionary is
Superscript, a program that
we would recommend highly,
i f  you can fi nd a copy. Ungor-
tunately  it is no longer being

published so you wi l l  have to
look out for a second hand
copy. In our opinion a spell
checker is absolutely  essen-
t ial wit h a word processor. not
necessarily to correct bad
spelling but to pick up typing
mistakes. You have to be very
careful though cold s t ill proof
read any  document  since spell
checkers are pretty dumb and
wil l  al low you to do things
such as miss of f  the first let ter
of  many words,  such as ten or
hold or transpose letters such
as in the words  there (three).
quite (quiet) and spilt  (split).
Use wit h caut ion!

SPRITES

Please can you help me? I
recently bought a 800XL
but  unfor tunatel y there was
no booklet wi th i t.  I  al ready
know how to program in
Basic but I  don't  know how
to get sprites on the XL.
Please could you pr int a
small expl anati on on how to
tur n them on and how to
get mul ti col our  sprites and
also show me how to get
mul ti col our  text on screen?
Also do you know of any

advanced pr ogr ammi ng
books on the 800XL?

Thor  Snekkestad,
Cambridge

A 'small*  explanat ion of
sprites, also known as play er
-mnissile o n  the XL is
not possible, we devoted a
series o f  art ides to it some
time ago but, unfortunately .
those issues are now out of
print .  The book YOUR ATARI
COMPUTER contains an ex-
planat ion of  using player mis
site graphics and is one of  the
f e w comprehensive books st ill
in print .  wel l  worth the, rather
expensive, price. 1,1 you want
a cheaper book, t ry  EASY
PROGRAMMING FOR M E
ATARI MICROS, a superb
hook but aimed more at the
beginner. Neither of  these
books cover mult i-colour text.
whic h is strict ly not poss ible
on the Atari although it can be
done wit h some very clever
(and advarwed) p rog raming .
Books on culowiced program-
ming? Sorry, but  all of  the
ones we k new of  are now out
of  print.
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BRIEF OUTLINE ON RUPERT
- DUG UP FROM A SCHOOL REPORT

'Rupert is a social outcast in all aspects of his character. He is
unlikely to progress to the threshold of acceptability unless lie is
given dramatic help'

GAME
OTU KME,

The idea is to give Rupert
his prescribed close of
medicine (its effect is to
change R u p e r t ' s
.
b e h a v i o u r
pattern to that of a more
respectable person). The
task has been made easier
by the fact that Rupert's
mouth is constantly gaped
open. Sounds easy - give
Rupert his medicine and
that's it - the only problem
is that Rupert IMMENSELY
DISLIKES taking his
medicine.

W L L  R u p e r t  Remain

Riskily Radical or W L L  he

Realise that your Ruthless

ways of Remedying him is

Really in his best interests
and W I L L  there be enough

medicine for Rupert!

Don't blame
Rupert, blame
Gavin Davidson
who wrote the game

To
Rt
th,

Y014

pile
tab,
en!,
poi

1
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ET 1  R E M  * * * * * * * * * * * * * * * - w w w * * * * * t c w o * * * * *
BE 2  R E M  *  R A D I C A L  RUP E RT *
LR 3  R E M  *  b y  *
ti8 4  R E M  *  G a v i n  D a v i d s o n  *
EC 5  R E M  *   -   *
DZ 6  R E M  *  M E N A T A R I  US E R O C T O B E R  ' 9 0  *

*E0 7  R E M
NM 8  R E M
MD 1 0  G RAP HI CS  0 : P O K E  7 5 2 , 1 :
9  " P L E A S E  
W A /

I  O NE  M I N U T E . " : R E S T O R E  0 0 : F 0 R  T = S  T O  3
6 9 8 :RE AD A : P O K E  2 7 9 0 4 4 T , A : N E X T  T

CP 1 2  G RAP HI CS  0 : P O K E  7 5 2 , 1 : ?  " P R E S S  S E L E
CT K E Y  T O  P LA Y  G A M E „ " :
-  " i s ' E S S  
O P T I O N
TO S A V E  G AME T O  C A S S E T T E . "

KO 1 3  I F  P E E K ( 5 3 2 7 9 ) = 5  T H E N  X = U 5 R ( 3 9 3 0 4 )
0 8  1 4  I F  P E E K C 5 3 2 7 9 ) 0 3  T H E N  bO TO  1 3
MG I S  ?  "  P R E S S  RE TURN K E Y  T O  S A V E .

B I

NE 1 8  P O KE  2 0 3 , 1 2 8 : P O K E  2 0 4 , 1 0 0
BL 2 0  RE S TO RE  3 0 : F O R  0 . 8  T O  2 0 : R E A D  4 : P O K

E 2 7 7 7 7 E 1 4 , 4 N E X T  R
MD 3 0  D A TA  3 0 , 1 2 0 . 1 8 0 , 1 4 1 , 1 0 8 , 1 6 9 , 6 0 , 1 4 1 .

2 , 2 1 1 , 2 4 , 9 6 , 1 6 9 , 1 7 6 , 1 3 3 , 1 0 , 1 6 9 , 1 1 8 , 1 3 3
, 1 1 , 9 6

MN 4 0  FO R  N = 1 5 3 6  T O  1 5 9 3 : R E A D  V : P O K E  N . Y :
NEXT X

NJ 5 0  D A T A  1 0 4 , 1 0 4 , 1 0 4 , 1 4 1 , 9 , 6 , 1 6 2 , 1 6 , 1 6 9
, 7 , 1 5 7 , 6 6 , 3 , 1 6 5 , 2 0 3 , 1 5 7 , 6 8 , 3 , 1 6 5 , 2 6 4 , 1
5 7 , 6 9 . 3 , 1 6 1 , 0

NE 6 0  D A TA  L 5 7 , 7 2 , 3 , 1 6 9 , 1 2 0 , 1 3 3 , 6 2 , 1 6 9 , 1 5
, 1 5 7 , 7 3 , 3 , 3 2 , 8 6 , 2 2 8 , 1 6 9 , 1 2 , 1 5 7 , 6 6 , 3 , 3 2
'
0
6
,
2
2
0
,
7
6
,
0
,
0
,
0
,
0
,
0
,
0
,
0
,
0
,
0

VB 7 0  CLO S E  N I : O P E N  1 4 1 , 8 , 0 . " C : " : 0 = U S R ( 1 5 3
6 , 1 1 ) : C L O 5 E  U l

PM 8 0  D A TA  1 1 2 , 1 1 2 , 1 1 2 , 7 1 , 2 3 , 1 0 9 , 7 , 6 , 6 , 6 ,
7 , 7 , 7
‘
7 , 7 , 7
,
7 , 1 3
4 , 1 3
0 , 1 3
0 , 6 5 ,
0 , 1 0
1 , 0 , 0

0 3 , 0 , 0 , 0 , 0 , 0 , 0 . 0 , 0 , 0 , 8 , 9 , 0 , 0 , 0 , 0
SR 9 0  D A TA  0 . 0 . 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 . 0 . 0 ,

0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 0 , 0 , 0 , 0 ,
0 , 0 , 0 , 0 , 0 . 0 , 0 . 0 . 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0

KL 1 0 0  D A TA  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 . 0 , 0 . 0 . . 0
, 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 8 , 0 , 0
. 0 , 0 , 0 , 0 , 0 , 0 , 0 , 6 , 0 , 0 , 0 , 8 , 0 , 0 , 0 , 0

KN 1 1 0  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0
„ 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 0 , 0 , 0 , 0 , 0
„ 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0

KP 1 2 0  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 . 0 , 8 , 0 , 0 , 0 , 0 , 0
, 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 0
, 0 . 0 , 0 , 0 , 8 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 0

KG 1 3 0  D A TA  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0
, 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 . 0 , 8 , 0 , 0 , 0 , 0 , 0 , 0
, 0 , 0 , 0 , 0 , 0 , 0 , 8 , 0 , 5 1 , 3 5 , 4 7 , 5 0 , 3 7 , 2 6

YB 1 4 0  D A TA  1 6 , 1 6 , 1 6 , 0 , 3 7 , 4 6 , 3 7 , 5 0 , 3 9 , 5 7 ,
2 6 , 2 0 , 1 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 4 0 , 4 1 , 5 1 , 3 5 , 4
7 , 5 0 , 3 7 , 2 6 , 1 6 , 1 6 , 1 6 , 0 , 0 , 0 , 0 , 0 , 0 , 0

I L  1 5 0  D A T A  0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8
, 8 , 0 , 0 , 8 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 0 , 8
. 0 , 0 , 1 4 , 1 4 . 1 4 , 3 7 , 4 5 , 4 0 , 5 2 , 5 7 , 0 , 0

YR 1 6 0  D A TA  8 , 0 , 0 , 0 , 5 0 , 5 7 0 9 , 4 0 , 3 3 , 5 0 , 3 5 , 3
7 . 5 0 , 0 , 4 5 , 3 3 , 4 6 , 1 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4
. 0 , 0 , 0 , 6 2 , 0 , 8 . 0 , 8 , 0 , 0 , 8 , 0 , 8 , 6 2 , 1 2 7

SZ 1 7 0  D A TA  1 2 7 , 1 2 7 , 0 , 1 9 , 1 4 , 1 4 , 2 , 4 4 , 1 1 1 , 1
1 0 , 1 0 3 , 1 2 , 5 1 , 1 0 0 , 1 1 1 , 1 1 9 . 0 , 3 6 , 1 1 1 , 9 9 . 4
0 7 , 2 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 6 7

NO 1 8 0  D A TA  0 , 1 6 1 , 0 , 1 7 3 , 0 , 1 6 5 , 0 , 0 , 1 7 5 , 0 , 1
0 2 , 0 , 1 6 5 , 0 , 1 7 0 , 1 4 , 1 4 , 1 4 , 1 4 , 5 5 , 4 7 , 5 5 , 1 ,
0 , 4 5 , 3 3 , 4 6 , 1 2 , 5 7 , 4 7 , 5 3 , 7 , 5 4 , 3 7 , 0

KS 1 9 0  D A TA  3 3 , 4 4 , 4 5 , 4 7 , 5 1 , 5 2 , 0 , 5 1 , 3 3 , 5 4 ,
3 7 , 3 6 , 0 . 4 0 , 4 1 , 4 5 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 ,
1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 1 4 , 4 4 , 4 1 , 4 3 , 3 7

V I  2 0 0  D A TA  0 , 5 2 , 5 0 , 5 7 , 0 , 4 0 , 3 3 , 5 0 , 3 6 , 3 7 , 5
0 , 0 , 4 5 , 3 3 , 4 6 , 1 , 1 4 . 1 4 , 1 4 , 1 4 • 1 4 . 1 4 , 1 4 , 1 4
. 1 4 , 1 4 , 1 6 , 1 6 , 2 3 6 , 2 2 9 , 2 4 6 , 2 2 9 , 2 3 6

DM 2 1 0  D A T A  2 1 0 , 2 2 9 , 2 2 5 , 2 4 3 , 2 4 1 , 0 , 2 3 7 , 2 2 5
, 2 3 0 . 0 , 2 3 6 , 2 3 3 , 2 3 5 , 2 2 9 , 0 , 2 3 2 , 2 2 5 , 2 4 2 , 2
2 0 , 2 4 2 , 2 2 9 , 2 2 5 , 2 3 6 , 0 , 2 3 2 , 2 2 5 , 2 4 2

MN 2 2 8  D A TA  2 2 8 , 1 0 0 , 1 1 0 , 1 2 0 , 1 4 0 , 1 6 8 , 1 0 0 , 2

TURN THE PAGE MANMA

To have any hope of changing
Rupert you have to complete
the following three tasks

17T 'LJN

You can use the joystick to move your 'Medicine Sup-
plier to the left or right. The joystick button causes a
tablet of medicine to be fired upwards which has to
enter Rupert's mouth to have the desired effect. 10
points are given for a successful entry.

rfACK 2
You use the joystick button to ignite the 'Medicine
Supplier' rockets. This time Rupert needs a larger
dose of medicine, so the whole blaster has to enter
Rupert's
. 
m o u
t h .  
6
0  
p o
i n
t s  
a
r
e  
g
i
v
e
n  
f
o
r  
e
a
c
h

successful entry. Unfortunately you are only
allowed 6 chances to score. You must have 2
successful entries to continue to task 3.

As in Task 2 the joystick button is used to ignite the
'Medicine Supplier' rockets but this time you control
the blaster in flight by moving the joystick left or
right. The blaster has to enter Rupert's mouth and
200 points are given for a successful entry because
this time Rupert has got to be given a huge dose of
medicine as a last hope of changing him. You have
only one supply of medicine to change him

FUNCTION KEYS

OPTION: Return to title page
SELECT: Change skill level (3 levels)
START: Begin game

'ER'll
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RADICAL
0 0 , 2 0 0 , 1 8 0 , 1 6 0 , 1 4 0 , 1 2 0 , 2 5 0 , 2 8 0 , 1 0 0 ,
5 0
,
4 , 4 0 , 4 7 , 1 7 , 1 6 , 1 5 , 1 4 , 1 3 , 1 2 , 5 , 4 , 3

SZ 7 3 0  D A TA  2 , 1 , 0 , 3 1 , 6 3
•
4 8 , 6 2 , 6 7 . 5 0 ,
6 2
,
1 6

f
1
6
,
1
1
,
1
2
,
0
,
1
2
,
7
,
0
,
1
2
,
6
3
,
6
3
,
5
5
,
2
3
,
2
3
,
2

3 , 2 3 , 2 3 , 2 3 , 2 3 , 7 3 , 2 2 4 , 2 4 0 , 2 4 , 2 4 8 ,
2 4 0MR 2 4 0  D A TA  1 0 4 , 2 4 8 , 4 0 , 1 6 , 1 7 6 ,

1 6
,
3 2
,
0 6
,
1 1

2 , 0 , 9 6 , 2 4 8 , 2 4 8 , 2 1 6 , 2 8 0 , 2 0 0 . 2
0 0
,
7 0 8
4
2 0 8

, 2 0 0 , 2 0 8 , 2 0 8 , 1 6 2 , 0 1 , 6 0 , 2 4 3 , 1 2 1 , 6 0
CS 2 5 0  D A T A  2 4 3 , 1 2 1 , 6 0 , 2 4 3 , 1 2 1 , 6 0 , 0 , 0 # 0 p
2 4 3 , 1 2 1 , 6 0 , 4 7 , 0 , 0 , 6 0 , 4 7 , 2 4 3 , 1 2 1 , 6 8 • 4

7
,
2

3 0
•
1 1
4 ,
0 ,
0 ,
7 1
7 ,
1 0
0 ,
5 3
•
4 5
,
1
0 ,
8 ,
5 3
,
4 5

LE 2 6 0  D A T A  2 1 7 , 1 0 8 , 5 3 p 4 5 , 2 0 4 , 1 0 2 ,
0
,
0 , 1 5 3

, 9 6 , 4 7 , 4 0 , 0 , 0 , 4 7 , 4 0 , 1 9 3 , 9 7 ,
4 7
,
4 0 , 1 8 2 , 9

ETT 2 7 0  D A T A  4 8 , 2 9 , 1 6 2 p 0 1 , 0 , 0 , 1 6 2 , 8 1 , 4 0 ,
2 9 p 1 6 2 , 8 1 , 4 0 , 2 0 , 2 4 3

#
1 2 1 , 6 0 , 4 0 , 2 4 3 1 1 2
1 ,
6 1 0

, 4 0 , 2 4 3 , 1 2 1 , 6 8 , 4 0 , 0 , 0 , 8 ,
0
,
0
,
8
,
0 , 0

UM 2 0 0  D A T A  3 1 , 6 3 , 4 8 , 1 2 6 , 6 2 . 5 8 . 6 2 . 4 6 , 4 8 , 5
0 , 4 4 , 4 0
•
1 8 8 , 1 1
0 , 1 2 0 , 7
6 , 6 0 ,
6 3
,
5 5
,
7
,
7
,
4 ,

4 , 6 , 4 , 7 , 7 , 7 , 7 , 7 , 6 , 6 , 6 , 6 , 8 , 0 , 6 o 6 , 1
4U0 2 9 8  D A T A  1 4 , 1 4 , 3 0 , 1 0 , 2 0 , 7 4 , / 5 , 1 5 , 1 5 , 1 1
, 1 5 , 1 5 , 1 3 , 4 , 3 , 4 , 3 , 0
2
1 , 1 3 , 6 3 , 6 3 , 5 5 , 2
3
.
2

3 , 2 3 , 2 3 , 7 3 , 2 2
;
2 3 , 2 3 , 1 6 $ 4 8 ,
1 6 , 8 , 0

UZ 3 0 0  D A T A  0 , 0 , 6 , 6 , 8 , 0 , 0 , 0
o
0 , 0 , 1 4 , 2 8 , 2 4 ,

2 2 4 , 2 4 8 2 4 , 2 4 8 , 2 4 8 , 1 8 4 . . 2 4 8 , 5 6 , 2 4 . 1 8 4 , 1
0 4 , 4 4 , 1 0 8 , 2 0 4 , 7 , 9 6 , 1 2 0 , 2 4 8 , 0 0 , 1 9 7

OU 3 1 0  D A TA  1 0 2 , 1 0 2 , 1 9 7 , 6 4 , 6 4 , 1 , 2 • 1 8 2 ,
1 1 2 $

1
/
2
,
1
9
0
2
,
0
,
1
9
2
,
1
8
2
,
1
9
2
,
1
2
0
,
1
2
8
,
1
0
2
,
1
9
7

2 2 4 , 2 2 4 , 2 2 4 , 2 4 8 , 1 6 8 , 0 0 , 4 8 , 2 2 4 ,
2 2 4RE 3 2 0  D A TA  2 2 4 . 1 6 0 , 2 2 4 , 1 9 2 , 9

0
6 , 6 4 , 1 2 0 , 6 4 ,

1 2 8 , 8
#
0 , 9 6 ,
2 4 8 , 2
4 8 . 7 1
6 , 2 0 0
,
2 0 8 . 2
8 8
,
2 0 8

. 2 0 8 , 2 0 8 , 2 0 8 , 2 0 8
0
1 6 , 2 4 . 1 6 , 1 9 2 , 0 ,
0

RA 3 3 0  D A TA  0 , , 6 , 6 4 , 8 . 0 . 0 , 0 , 9 0 , 2 2 4 , 1 1 2 , 4
8 , 6 2 , 2 0 , 6 2 , 1 7 7 , 1 2 7 , 5 4 , 2 8 , 2 0 p 6 2 , 1 2
7
,
1 2 7

PI 340 DATA 62,6,11,8,01,0,0,62.8,8,8,8,8,8
,1 3 6 ,1 3 ,8 ,1 6 ,1 1 .6 ,1 3 8 ,1 6 2 ,1 7 ,1
.
9 ,3 5 ,/3 ,2
8

6 , 1 4 , 3 0
0
1 4 , 1 4 , 1
4 , 5 0 , 3 3
, 3 6 ,
4 1
•
3 5 , 3 3

KY 3 5 0  D A TA  4 4 , 8 , 5 0 , 5 3 , 4 8 , 3 7 , 5 8 , 5 2 , 1
4
,
1 4
,

1 4 . 1 1 0 , 1 1 4 , 1 8 5
#
1 1 6 , 1 1 6 , 1 8 1 , 1 1
0 ,
3 0 , 3 3 , 5

4 , 4 1 , 4 6 , 0 , 3 6
•
3 3
•
5 4 , 4 1 , 3 6 , 5 1 ,
4 7
,
4 6

VP 3 6 0  D A T A  3 5 , 4 7 , 4 6 , 3 5 , 3 7 , 4 1 , 5 4 3 7 , 3 6 , 0 ,
3 0 , 5 9 . 4 7 , 4 5 , 0 , 5 2 , 4 0 , 3 7 , 0 , 3 3 , 5 0 , 3
5
,
4 8 , 4

1 , 5 2 , 3 7 , 3 5 , 5 2 , 5 3 , 5 0 / 3 3 . 4 4 , 0 , 4 5 , 4 1
i t  3 7 0  D A T A  4 6 , 3 6 , 5 1
•
0 , 0 , 4 7 , 3 8 • 0 , 3 0 . 3 3
, 5
4

, 4 1 , 4 6 , 8 , 3 3 , 4 6 . 3 6 0 8 • 3 5 . 4 0 • 3 3 0 5 0 ,
4 4
.
3 7 ,

5 1
o
0 ,
3 6
,
3 3
,
5 4
,
4 1
•
3 6
,
5 1
,
4 7
,
4 6
,
1 4
,
0 0

MT 3 8 8  D A T A  1 1 4 , 1 7 4 0 5 , 1 1 8 p 1 1 1 0 ' 7 , 1 1 8 , 1 0 1
N
1
1
5
f
8
,
4
4
,
4
7
,
4
7
,
4
3
,
5
1
,
0
,
3
3
,
5
1
,
0
,
4
1
0
3
8
,

0 , 5 7 , 4 7 , 5 3 , 5 0 , 8 , 3 4 , 4 4 , 3 3 # 5 1 ,
5 2 , 3 7RT 3 0 8  D A T A  5 0 , 0 , 0 , 8 , 8 , 0 , 4 6 , 3 7 , 3 7 , 3 6 , 5 1 f

8 , 4 1 , 5 2 , 5 1 , 1 4 , 1 4 , 1 4 , 3 7 , 5 0 , 1 4 , 4 5 , 4 1 0 5 1 .
51 , 4 4 , 3 7
o
8 . 5 1 , 5 3
, 4 0 ,
4
8 ,
4 4
,
5 7 , 0 , 5 8

RF 4 8 0  D A T A  3 7 , 4 0 , 4 4 , 3 7 , 4 5 , 4 1 , 5 1 , 4 0 , 3 7 ,
3 6 ,4 6 , 6 2 , 8 , 8 p 8 , 8 , 0 , 8 , 8 , 8 , 0 , 6 2 , 1 2

7
,
1 2 7 , 1 2

7 , 1 7 7 , 1 2 7 , 1 2 7 , 5 7 , 5 2 , 3 7 , 5 0 , 1 2 , 4 6 ,
4 7VA 8 1 . 8  D A T A  5 5 . 0 , 3 ' , 3 3 , 4 5 , 3 7 p 8 1 , 3 5 , 3

3
,
4 6
,
8

,3 4 , 3 7 , 3 5 , 4 1 , 4 6 , 0 , 5 1 , 3 5 2 4 2 , 5 0 • 3
7 , 2 6 , 1 6, 1 6 , 1 6 , 8 p 3 7 , 4 6 , 3 7 , 5 0 , 3 / , 5
7
,
2 6
,
8
,
0

MU 4 2 0  D A T A  0 , 0 , 0 , 0 , 0 , 0
A
0 , 0 , 4 0 , 4 1 , 5 1 # 3 5 g
4

7 , 5 8 , 3 7
0
2 6 , 1 6 , 1
6 , 8 o 0 , 8
, 4 8 ,
4
7 , 5 1 ,
4 1
,
5 2 ,

4 1
•
4 7
,
4 6
,
0 ,
1 7
,
1 4
,
1 4
;
2 ,
5 2
,
1 1
4 •
1 2
1

CV 4 3 0  D A T A  1 0 5 , 1 1 0 4 0 3 , 8 , 1 1 6 , 1 1 1 p 8 . 1
1 6 , 18 1 , 1 0 5 1 , 1 1 2 , 1 1 6

•
0 , 4 7 . 1 0 8 , 1 0 3 , 1 7
,
2
,
1 4 , 1 4

#
1
4
,
1
4
,
1
2
1
,
8
1
,
4
0
,
1
6
2
,
1
2
1
•
8
1
,
4
8
,
1
4
4

I A  4 4 0  D A T A  1 0 4 , 7 2 , 3 5 , 1 4 4 , 1 0 0 . 0 1 , 4 0 , 1 3 6 , 1
82,68,33,8,8,111,63,204,102,81,68,284,9,
81 . 6 0 , 0 , 1 0 2 , 8 1 . 6 0 , 2 8 4 , 0 , 8 1 , 6 8 , 2 0 4

DJ 4 5 0  D A TA  1 0 2 , 8 1 , 6 8 , 0
0
8 , 9 1 , 0 , 0 . 0 . . 8 1 .
0
.
1

7 3 , 5 5 , 6 8 . 5 7 , 1 7 3 , 0 , 6 8 , 5 7 , 0 , 8 5 , 6
8
,
5 7
.
1 7 3

, 0 p 6 0 , 5 7 , 1 7 3 , 8 5 . 6 8 , 5 7 , 8 , 8 ,
7
6 ,
0
,
0

JC 4 6 8  D A T A  8
•
6 8 p 0 . 1 5 3 ,
7 6 , 6 0 , 5
0
. 1
5 3
,
0
.
6 0 ,

5 0 , 1 5 3 , 7 6 , 6 8 , 5 0 , 1 7 3 , 8 5 , 6 8 , 5 7 , 0 , 8 , 0 ,
8 , 17 3 , 8 5 , 8 , 8 , 0 , 8 , 0 , 0 . 1 7 3 , 0 5 , 0 , 8 , 2
0 4MF 4 7 8  D A TA  1 0 2 , 0 1 , 6 8 , 2 0 4 , 1 0 2 , 8 1 , 6 8 , 2 0

4
,
1

0 2 , 8 1 , 6 0 , 0
0
8 . 0 , 0 , 1 9 2 ,
0 , 0 , 0 ,
8 , 7 2 , 1 6 1 , 1
2

0 , 1 4 1 , 1 0
•
7 1 2 , 1 4 1 ,
2 4 , 2 0 8 • 1
4 1 ,
2 6
,
7 0 8

OZ 4 8 0  D A TA  1 0 4 , 6 4 , 0 , 0 , 5 6 , 1 6 9 , 0 , 1 4 1 , 0 , 2 1 0
. 1 6 5 . 1 0 6 , 2 3 3 , 8 , 1 4 1 . 7 , 2 1 2 , 1 3 3 , 2 0 4 , 2 4 , 1 0
5 , 1 , 1 3 3 , 2 0 8 , 1 0 5 , 1 , 1 3 3 , 2 0 5 . 1 6 9 , 0 , 1 3 3

L I  4 9 0  D A T A  2 0 3 , 1 3 3 , 2 8 5 , 1 3 3 , 7 0 7 , 1 6 2 , 0 , 1 6 0
,0 . 1 6 0 , 0 , 1 4 5 , 2 0 7 , 2 0 0 , 7 8 8 , 2 4 0 , 1 6 9 , 4 6 , 1
41 , 4 7 , 2 , 1 6 9 , 1 6 , 1 4 1 , 1 9 8 , 2 , 1 6 9 , 3 , 1 4 1

VD 5 0 0  D A T A  1 5 , 2 1 0 , 1 6 9 . 1 3 , 1 4 1 , 1 9 2 . 2 , 1 6 / , 7
4 4 . 1 4 1 , 1 9 2 , 2 , 1 4 1 , 1 9 4 , 7 , 1 6 8 , 5 0 , 1 4 1 . 1
.
9 3 ,
7 . 1 4 1 , 4 0 5 , 2 , 1 6 0 , 2 1 7 p 1 4 1 . 1 9 9 , 2 ,
1 6 0CF 5 1 0  D A TA  1 1 6 , 1 4 1 , 1 8 3 , 6 , 1 6 / , 3 , 1 4 1 , 2 9 , 2 0
8 , 1 6 / , 5 2 , 1 4 1 , 1 1 1 , 2 , 1 6 , 1 2 , 1 4 1 , 1 9 6 , 2 , 1 6
/ p 1 , 1 4 1 , 0 , 2 0 0 , 1 4 1 , 9 , 2 0 8 , 1 4 1 , 1 0 , 2 8 8

MS 5 2 0  D A TA  1 4 1 . 1 1 , 2 0 8 , 1 6 9 , 1 2 6 , 1 4 1 , 1 0 6 ,
6
,

9 6 , 1 4 1 , 1 2 1 , 6 , 1 4 2 , 1 2 2 , 6 , 1 4 0 , 1 2 3 . 6 . 1
. 6
,
1 2

0 , 1 6 9 , 1 0 9 , 1 4 1 , 4 0 , 2 , 1 6 5
1
, 0 , 1 4 1 , 4 8 . 2

ME 5 4 0  D A TA  1 . 6 9 , 6 8 , 1 3 3 , 1 6 , 1 4 1 , 1 4 , 2 1 0 , 1 6 / ,
1 6 0 , 1 4 1 , 0 , 2 , 1 6 9 , 1 1 4 , 1 4 1 f 1 , 2 . 1 6 9 , 1 9 2 • 1 4
1 , 1 4 , 2 1 2 , 8 8 , 1 6 2 . 0 , 1 6 1
0
, 8 , 1 5 7 , 2 7 , 1 1 8

MN 5 4 0  D A TA  2 3 2 , 2 7 4 , 8 2 , 2 0 0 , 2 4 6 , 1 6 7 , 0 , 1 8 0 ,
2 2 9 , 1 1 2 , 1 5 7 , 2 3 , 1 0 9 , 2 3 2 , 2 2 4 1 2 0 0 2 0 8 ,
2 4 5
,
1 6 2 , 8 4 8 ' , 3 1 , 1 1 1 , 1 5 7 , 2 2 3 . 1 0 9 , 2 3 2

AM 5 5 8  D A T A  2 2 4 , 6 , 2 0 0 , 2 4 5 . 1 6 2 , 0 , 1 8 0 , 8 4 . 0 1 1
3
;
1
5
7
,
6
1
,
1
0
1
,
2
3
2
,
2
7
4
,
1
0
,
2
0
8
,
2
4
5
p
1
6
0
,
1
0

2 , 1 4 1 , 9 2 , 1 8 1 , 1 6 9 , 1 1 8 , 1 4 i , 9 3 , 1 8 / , 1 6
,Y8 5 5 0  D A T A  1 1 1 , 1 4 1 , 9 4 , 1 0 9 , 1 6 9 . 1 0 9 , 1 4 1 , 5 5
,.1 .89,162,e,189,0,113,i57,167,113
.
9,232,2
2 4 , 1 4 , 2 0 8 , 2 4 5 , 1 6 7
0
0
•
1 8 0 , 1 4 , 1 1 3 , 1 5 7

JV 5 7 8  D A TA  2 7 , 1 1 0 , 2 3 2 , 2 2 4 , 7 8 , 2 0 0 p 7 4 5 , 1 6 2
, 0 , 1 7 2 , 1 3 6 , 6
•
7 6 , 2 8 , 1 1 0 , 1
8 0 , 9 5 , 1 1 1 # 3
2 , 1

6 , 1 1 6 , 1 3 6 , 2 3 0 , 2 0 6 , 1 0 / , 1 2 2 • 1 1 1 , 3 2
MT 5 8 0  D A TA  1 6 , 1 1 6 , 1 9 . 0 , 2 0 6 , 2 0 8
•
7 3 2 , 1 0 7 , 6 6

p 2 0 8
#
2 3 3
•
0 6 , 1
6 2 , 0
,
1 6 0 ,
1 2 , 1
0 9 , 0
,
1 1 7 ,
3 2 ,

1 6 , 1 1 6 , 1 3 6 , 2 3 0 , 2 0 6 , 1 8 9 , 8 8 , 1 1 2 , 3 2
MO 5 9 0  D A TA  1 6 , 1 1 6 , 1 0 0 , 2 0 6 , 2 0 8 , 2 3 2 p 1 9 2 , 1 8

2 , 2 0 8 , 2 3 3 p 1 6 0
;
1 4 4
•
1 6 2 , 0 , 1 8 0 , 4 5 ,
1 1 2 , 3
2
,

1 6 , 1 1 6 , 1 3 6
0
7 3 0 . 2 8 6 , 1 6
9 , 1 3 3 p 1 1 7 .
3 2

G I  6 0 0  D A TA  1 6 . 1 1 6 , 2 0 8 , 1 9 8 , 2 0 6 • 2 3 2 . 1 0 2 , 2 3
0 , 7 0 8
#
2 3 3 , 0
6 , 1 4 5
,
2 0 5 , 2
8 8 , 1 4
5 , 2 0 5
, V 6 , 1
6

0 , 2 1 6 , 1 6 2 , 0 , 1 0 0 , 1 6 5 , 1 1 3 , 1 4 5 , 2 0 7 , 2 0 0
JC 6 1 8  D A TA  2 3 2 , 1 9 2 , 7 3 8 , 2 0 8 , 2 4 5 . 1 6 9 . 1 8 8 , 1

4 1 , 1 3 8 , 5 , 9 6 , 1 7 3 , 1 0 4 , 6 , 2 4 0 , 3 7 , 2 0 1 , 1 0 2 4 0
. 1 0 , 3 2 , 1 3 0 , 1 1 6 , 1 7 3 , 1 0 , 2 1 0 , 2 0 1 , 1 2 8

51— 6 2 0  D A TA  1 4 4 , 2 3 , 1 6 9 , 1 , 1 4 1 , 1 8 4 , 6 , 2 0 6 ; 1 0
5 , 6 , 2 4 0
0
5 2
2
1 7 3 , 1 8
3 , 6 , 2 0 1
, 1 8 8 ; 1 7
6
#
4
5 ,
2 3

6 , 1 8 3 , 6 , 7 6 , 1 0 5 , 1 1 6 , 1 6 9 , 0 , 1 4 1 , 1 8 4
FG 6 3 0  D A TA  6 , 2 0 6 , 1 0 5
1
6 . 2 4 0 , 2 9 , 1 7 3 , 1 8 3 , 6
p

2 0 1 , 5 0 , 1 4 4 , 2 2
0
2 0 6 , 1 0 3 , 6 , 1 7 3
, 1 0 3 ,
6
,
1 4 1
,

8 , 2 0 8
#
1 4 1 , 1
,
2 0 8 , 2
4 , 1 0 5
,
1 6 , 1 4
1 p 2 , 2
0 8

OD 6 4 0  D A TA  1 4 1 , 3 , 2 0 0 , 9 6
0
1 6 0 , 2 , 1 4 1 , 1 0 4 , 6 0

9 6 , 1 7 3 , 1 8 , 2 1 0 , 2 8 1 , 1 0 8 , 1 4 4 , 1 1 • 2 0 1 , 2 2 0 ,
14 4 , 1 4 , 1 7 3 , 1 2 1 . 6 . 1 4 1 , 1 0 5 0 6 , 9 5 , 1 7 3

GM 6 5 8  D A TA  1 2 2 . 6 , 1 4 1 , 1 0 5
0
6 , 9 6 , 1 7 3 , 1 2 3 , 6 ,

1 4 1 , 1 0 5 , 6 , 9 6 p 1 7 3 , 1 2 2 , 2 , 2 0 1 , 1 1 , 2 4 0 • 5 , 2 0
1 , 7 , 7 4 0 , 3 0 , 9 6 , 1 7 3 , 1 8 6 , 6 , 2 0 1 , 1 5 0 , 2 4 8

TZ 6 6 0  D A T A  3 0 , 2 8 6 , 1 0 6 , 6 , 1 6 0 . 1
•
1 4 1 , 1 2 8 , 6 ,

1 7 3 , 1 0 6 . 6 , 1 4 1 , 7
0
2 0 8 , 2 4 , 1 0 5 , 2 . 1 4
1 , 6 , 2 0 8

. 1 0 5 , 2 , 1 4 1 . 5 , 2 0 8 , 1 0 5 , 2 , 1 4 1 , 4 , 2 0 8
I L  6 7 0  DATA 9 6 , 1 7 3 , 1 8 6 , 6 , 2 8 1 , 1 1 0 , 2 4 8 , 2 8 8 ,

2 3 6 . 1 0 6 . 6 . 1 6 9 . 2 . 1 4 1 , 1 2 8 A 6
0
7 6 , 1 8 9 , 1 1 6 , 1
6 0 , 2 1 3 , 1 7 3 , 2 8 , 2 , 2 0 8 , 4 7 , 1 7 4 , 1 3 1
1
, 6

KL 6 8 0  D A TA  1 8 9 , 6 4 , 1 1 1 . 1 4 1 . 0 . 2 1 0 , 2 3 2 , 1 4 2 ,
1 3 9 , 6
0
1 7 4 , 1
0 8 , 6 ,
1 6 9 . 2
.
1 4 1 , 2
8 , 2 , 1
8 9 , 1 8
8

1
,
1
1
2
#
1
4
5
,
2
0
7
,
2
0
8
,
2
3
2
,
1
9
2
p
2
1
9
1
,
2
0
0

kW 6 9 0  D A TA  2 4 5 , 1 6 / p 1 , 1 4 1 , 1 8 9 , 6 , 1 4 7 , 1 8 8 p 0
. 2 2 4 , 2 4 , 2 8 8 , 4 . 7 6 , 5 8 . 1 1 7 , 0 6 , 7 6 , 1 5 1 0 / 1 7 o
2 0 6 , 1 1 2 , 6 , 2 4 0 , 2 1 , 9 6 1 7 2 , 1 0 7 , 6 , 1 9 2

OD 700 DATA 268,788,243,1.73,1e9,6,280,5,1
7 3 , 1 3 2 , 2 , 2 0 8 , 2 2 9 , 7 6 , 7 3 8 , 1 1 6 , 1 7 2 , 1 0 7 , 6 ,
1 6 2 , 0 , 1 6 9 , 1 2 8 , 1 4 1 • 1 1 7 . 6 , 1 6 0 , 2 8 , 1 4 5

U15 7 1 8  D A TA  2 8 7 , 2 0 0 , 1 4 5 , 2 8 7 , 2 0 8 , 1 6 9 , 0 , 1 4 5
, 2 0 7 , 2 0 6 , 1 0 7 , 6 , 1 6 9
f
0 , 1 4 1 , 1 3 9 , 6 4 1 7 4 ,
1 4 0

, 6 , 1 8 9 , 7 6 , 1 1 1 , 1 4 1 , 0 , 2 1 8 , 2 3 2 , 1 4 2 p 1 4 0
MK 7 2 8  D A TA  6 . 2 7 4 . 1 8 , 2 4 8 , 5 , 1 6 / , 0 , 1 4 1 o
8
,
2 1

0 , 1 7 3 , 1 8 7 , 6 , 2 8 1 , 1 4 8 , 2 8 8 , 3 4 , 1 6 8 , 1 3 0 , 1 6 /
, 8 , 1 4 5 , 2 0 7 , 7 0 0 , 1 5 7
9
1 8 8 , 2 0 8 , 2 4 7 , 1 6 /

KO 7 3 0  D A TA  2 0 8 , 1 4 1
#
1 0 7 , 6
0
1 6 8 . 0 , 1 4 1 , 1 4 8 ,
6

$
1
4
1
•
1
3
0
,
6
,
1
6
9
,
8
,
1
4
1
.
4
0
8
,
6
,
1
6
9
,
0
,
1
4
1
,
1
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0 9 , 6 , 9 6 . 1 6 9 . 2 , 1 4 1 , 1 1 1 , 6 . 1 4 1 , 1 3 0 . 6
MC 7 4 0  D A T A  1 4 1 , 1 1 8 , 6 , 1 6 9 , 1 6 , 1 4 1 , 4 6 , 1 1 0 , 1

6 9 , 2 2 , 1 4 1 . 4 5 , 1 1 0 , 1 6 9 , 0 , 1 4 1 .
•  1 1 4 . 6 , 1 4 1 , 47 . 1 1 0 , 1 4 1 , 4 8 , 1 1 0 , 1 4 1 , 4 9 , 1 1 0 , 1 4 1 , 1 3 3

O J 7 5 0  D A T A  6 , 1 4 1 , 1 1 9 , 6 , 1 4 1 , 1 2 4 , 6 , 1 4 1 . 1 2 8
, 6 , 1 4 1
2
1 2 9
•
6 , 1 4 1 ,
1 3 1 , 1
6 , 1 4 1 .
1 3 2 . 6 ,
1 4 1 4

3 5 , 6 , 1 4 1 , 1 4 3 , 6 , 1 4 1 , 1 4 4 , 6 , 1 4 1 , 1 4 5
UG 7 5 0  D A T A  6 . 1 6 9 , 2 1 6 , 1 4 1 . 1 2 5 , 6 , 1 6 9 , 1 2 8 , 1

4 1
#
1 1
7 ,
6 ,
1 4
1 ,
1 1
2 ,
6 ,
1 6
9 ,
4 0
,
1 4
1 ,
1 2
7 ,
6 ,
9 6

.1 7 3 , 1 0 7 , 5
t
2 0 1 , 1 6 7 , 2
4 0 , 5 , 2 0 1 ,
1 6 1

CIF 7 7 0  D A T A  2 4 0 , 1 , 9 6 , 5 6 , 1 7 3 , 1 0 6 , 5 , 2 3 7 , 1 0 3
•6
0
2
1
1
1
,
7
,
1
7
6  
•  
1
,
9
6
,
2
0
1
,
1
4
.
1
7
6
,
2
5
1
,
1
6
2
.
1

0
3
2
.
6
6
,
4
1
0
.
3
2
,
4
1
7
,
1
1
7
,
1
6
9
,
1
5
•
1
4
1

TS 7 5 0  D A T A  2 8 , 2 , 1 7 3 , 3 0 , 2 , 2 0 1 3 , 2 4 , 1 6 9 . 1 , 1 4
1 , 3 0 , 2 , 1 7 3 , 1 0 , 2 1 0 , 1 4 1 , 0 , 2 1 0 , 1 4 1 , 2 , 2 1 0 ,
1 6 9 , 1 6 8 . 1 4 1 . 1 , 2 1 9
1
1 6 9 , 2 0 0 . 1 4 1
•
3 , 2 1 0

AD 7 / 0  D A TA  1 7 3 , 2 8 , 2
#
2 9 8 , 2 2 2 , 1 4 1 , 9
•
2 1 0 , 1 4

1 , 3 , 2 1 0 , 9 6 , 2 3 8 , 4 5 , 1 1 9 , 1 7 3
0
3 5
•
1 1 0
0
2 0 1 , 2

6 . 2 4 0 , 4 , 2 1 1 2 , 2 0 8 , 7 4 3 , 9 6 4 . 8 9 . 1 5 . 1 4 1
PU B O O  D A T A  3 5 , 1 1 0 , 2 3 8 , 3 4
•
1 1 0 , 7 6 , 7 5 , 1 1 8 , 2

3 8 , 1 1 4 . 6 . 1 7 3 , 1 1 4 , 6 , 2 0 5 , 1 2 7 . 6 , 2 4 8 , 1 , 9 6 ,
1 6 , 0 , 1 4 1 , 1 1 4 , 6 , 2 8 6 , 4 6 , 1 1 0 . 1 7 3 , 4 6

U0 8 1 0  D A T A  1 1 0 , 2 0 1 , 1 5
•
2 4 0 , 1
#
9 6 , 1 6 9 4 5 , 1 4

1 , 4 6 , 1 1 9 , 2 9 6 , 4 5
•
1 1 9 . 1 7 3 , 4 5 , 1 1 9 ,
2 9 1 , 1 5 ,

2 4 0 , 1 , 9 6 , 1 6 7 ,  0 , 1 8 9 , 1 1 2 , 1 1 0 , 1 5 7 , 4 5
PO 6 2 0  D A T A  1 1 0 , 2 3 2 p 2 2 4 , 5 , 2 1 1 8 , 2 4 5 , 4 6 9 , 6 0 ,

1 4 1 . 2 8 , 2 4 7 3
•
2 8 . 2 . 2 9 8 , 2 5
1 , 1 6 9 , 1 5 0 , 1
4 1 ,

1 , 2 1 0 , 1 4 1 . 3 , 2 1 0 , 1 7 3 , 1 2 7 , 6 , 2 8 1 0  40
DZ 8 3 8  D A T A  2 0 8 , 3
#
7 6 , 2 2 3 4 1 1 , 9 6
•
3 2 . 1 7 8
•
1 1

4 , 3 2 , 5 4 , 1 1 5 , 3 2 , 2 1 7 , 1 1 5 , 3 2 , 1 9 5 , 1 1 6 , 3 2 , 1
8 9 , 1 1 6 , 3 2 , 1 2 8 , 1 1 7 , 3 2 , 7 2 , 1 1 6 , 1 7 3 , 3 1

C I  6 4 0  D A T A  2 8 8 , 7 0 1 , 6 , 2 4 0 , 9 3 , 2 0 1 , 5 , 2 4 0 , 3 4
,1 7 3 , 2 8 . 2
•
2 0 8 , 1 7
#
3 2 . 4 0 . 1 2
3 . 1 6 9 , 2 ,
1 4 1 , 2

8 , 2 , 2 4 , 1 7 3 , 1 9 7 , 2 , 1 0 5 , 1 6 , 1 4 1 , 1 9 7 . 2
UG 8 5 0  D A TA  2 3 8 4 9 6 p 2 , 1 7 3
•
1 9 6 4 , 1 4 1 , 2 2 , 2 0

8 , 7 6 , 1 , 7 , 1 1 8 , 1 7 3 , 3 9
0
2 , 2 0 8 , 2 1 7
•
1 6 9 , 8 , 1 4

1 , 3 0 , 2 , 2 4 , 1 7 3 . 1 3 6 , 6
•  2 9 1 , 1 8
•
1 7 6 , 1 6

ES 8 6 0  D A T A  1 0 5 p / o 1 4 1 • 1 3 6 • 6 0 1 7 2
0
1 3 6 p 6 p 1 6 2

, 0 , 3 2 , 2 8 , 1 1 9 , 7 6 . 1 9 7 , 1 1 8 , 1 6 1 , 9 , 1 4 1 , 1 3 6 ,
5 , 7 6 , 9 , 1 1 9 , 1 8 5 , 3 7 , 1 1 1 , 1 5 7 , 2 2 9 , 1 0 9

R K 8 7 0  D A T A  2 0 0 , 2 3 2 , 2 2 4 , 9 , 2 0 0 , 2 4 4 , 9 6 , 1 5 2 ,
0 , 1 6 9
;
0
•
1 5 7 , 2
3 , 1 0 9
•
2 3 2 , 2
0 8 , 2 4
8
•
1 6 2 , 0
y
1

6 9 , 0 , 1 5 7 , 2 7 , 1 1 0 , 2 3 2 , 2 2 4 , 8 9 , 2 0 8 , 2 4 6
DA 8 8 0  D A T A  1 6 9 , 2 1 7 , 1 4 1 , 1 1 5 , 6 , 1 6 9 , 1 6 8 . 1 4 1

,1 , 2 1 0 , 1 4 1 , 3 , 2 1 0 , 1 6 9 , 0 , 1 4 1 , 0 , 7 1 8 , 1 4 1 , Z
#
2
1
0
,
1
4
1
•
4
,
2
1
0
.
1
4
1
.
6
,
2
1
0
,
1
6
2
,
8
,
1
8
9

N A 0 9 0  D A T A  2 0 5 , 1 1 3 p 1 5 7
g
2 7 , 1 1 9 . 4 3 2 . 2 2 4 , 3 6

2 0 8 , 2 4 5 , 3 2  1 5 2 , 1 1 7
0
3 2 , 9 6
o  
1 2 2 , 3 2 , 1 1
5 ,  
1

1 9 , 7 6 . 1 4 5 , 1 1 9 , 1 7 3 . 1 3 6 , 6 , 2 0 1 , 1 0 , 1 4 4
5 K 9 0 0  D A T A  4 , 2 0 1 , 1 8 . 2 4 0 , 1 , 1 6 9 . 1 0 , 1 6 2 . 3 0 ,

1 8 0 , 6 0 , 7 6 , 1 4 1 , 1 1 9 , 1 6 9 , 5 , 1 6 2 , 1 5 , 1 6 0 , 3 0 ,
3 2 , 4 4
§
1 1 5 , 9
6 , 1 7 3
0
3 0 . 2 ,
2 9 8 , 4
1 , 1 6 9

KT  1 1 0  D A T A  1 , 1 4 1 , 3 8 . 2 , 1 7 2 , 1 0 7 , 6 , 1 9 2 , 2 0 8 ,
2 0 8 , 3 , 3 2 , 1 6 2 , 1 1 6 , 1 7 3 , 1 3 6 , 6 , 2 0 8 , 1 5 , 2 3 0 ,
1 3 0 , 6 . 1 7 3 , 1 3 8 , 6 . 2 0 1 , 2 , 1 4 4 . 8 p  1 6 1 , 0

P4F 9 2 0  D A T A  1 4 1
•
1 3 8 , 6
#
3 2 , 4 3
#
1 1 6
•
3 2
•
9 0 , 1 1 8

, X 2 , 3 8 , 1 1 7 , 3 2 , 2 3 3 , 1 1 7 . 3 2 , 1 8 7 , 1 2 2 , 1 6 9 , 0
, 1 3 3 , 7 7 , 7 6 , 1 4 5 , 1 1 9 , 3 2 , 2 0 0 , 1 1 4 , 3 2

UV  9 3 0  D A T A  1 8 5 , 1 1 6 , 3 2 , 1 8 9 , 1 1 5 . 3 2 , 1 5 2 p 1 1 7
, 3 2 , 2 2 , 1 1 6 , 1 6 , 1 6 0 , 0 , 1 6 /
0
5 0
•
1 4 1 , 1 0 6
•
6 p 3

2 , 2 0 7 , 1 1 9 , 1 6 9 , 1 0 0 , 1 6 2 , 1 0 0 , 1 8 8 , 5 8
KZ  9 4 0  D A T A  3 7 , 4 4 . 1 1 5 , 7 6 , 1 9 9 , 1 2 1 , 2 0 6 , 1 1 7 ,

6 . 7 4 0 . 1 , 9 6 , 1 6 9 , 1 2 8 , 1 4 1 , 1 1 7 . 6 , 2 0 6 , 1 1 8 , 6
. 2 0 8 , 2 4 5 , 1 7 3 , 1 2 4 , 6 , 2 0 6 , 2 4 0 , 1 7 3 , 1 3 6

H E 9 $ 8  D A T A  6 , 2 0 1 , 1 8 . 2 0 8 , 8 , 1 6 9 , 1 , 1 4 1 , 1 1 8 ,
6
#
7
6
,
3
0
,
1
2
0
,
1
6
9
.
2
.
1
4
1
,
1
1
8
,
6
.
1
7
3
,
1
1
9
,
6
,

2 0 8 , 4 0 , 2 3 8
•
1 0 6 . 6 . 1 7 3 .
1 8 6 , 6
•
2 0 1 , 1 9 0

OE 9 6 0  D A T A  2 0 8 , 1 1 , 1 6 1 , 1
•
1 4 1
0
1 1 1 , 6 , 2 9 6 , 1 8

6 . 6 , 1 7 3 , 1 0 6 , 6 , 2 0 1 , 5 0 , 2 8 8 , 4 , 2 0 6 , 1 1 9 , 6 , 9
0
•
7
6
,
1
8
/
p
1
1
6
p
1
7
3
,
1
2
4
,
6
,
2
0
8
,
6
,
1
7
3

PIN 9 7 9  D A TA  1 3 2 , 2 , 2 4 9
•
1 , , 6 , 1 6 9 , 1 , 1 4 1 , 1 2 4
,

6 , 1 6 9 , 1 0 0 , 1 4 1 , 1 4 2 , 8 , 3 2 , 1 9 0 ,  L 2 9 , 1 7 3 , 1 2 5
, 6 . 1 4 1 , 0 , 2 1 9 , 1 4 1 , 2 , 2 1 0 , 1 6 9 , 1 4 0 , 1 4 1

FO 9 0 e  D A TA  1 , 2 1 9 p 1 4 1 , 3 , 2 1 0 , 2 0 6 , 1 2 5 , 6 , 1 7 3
,1 2 5 , 6 , 2 8 1 , 1 6 3 , 2 4 0 , 8 9 , 2 0 1 , 1 6 2 , 2 4 0 , 8 5 , 2
8 1 , 1 4 0 , 2 8 6
•
8 0 , 2 0 6 , 1 2 4
,
6 , 1 6 1 , 2 1 6 ,
1 4 1

ON 9 9 0  D A TA  1 2 5 , 6 , 1 8 1 1 , 1 6 0 , 1 4 1 , 1 , 2 1 8 , 1 4 1 , 3

RUPERT
•2 1 9 , 1 5 9 , 2 , 1 4 1 , 1 1 8 . 6 , 1 6 9 , 4 , 1 4 1  4 2 7 , 6 , 1

6 2 , 4 0 . 1 7 3 , 1 2 9 . 6 , 2 4 0 , 1 2 , 1 6 7 , 6 0 , 1 6 9
Xt$ 1 0 0 0  D A T A  1 , 1 4 1 , 1 2 7 , 5 . 1 6 9 , 8 , 1 4 1 , 1 2 8 , 6 ,

1 7 3 , 7 8 . 2 ,  7 0 8 , 2 5 1 , 1 6 9 , 1 , 1 4 1 , 2 8 , 2 , 3 2 • 9 0 ,
1 1 8 , 2 e 2 , 7 0 8 , 2 4 0 , 3 2 , 1 1 7 , 1 1 7 , 1 6 2 , 0

OW 1 0 1 0  D A T A  1 7 2 . 1 2 5 , 6 0 8 9 , 1 4 7 , 1 1 • 4 4 5 , 2 0
7 , 2 3 2 . 7 0 0 . 7 2 4
#  
1 6 , 2 0 8 ,
2 4 5 , 9 6 .
5 6 4 7 3 , 1
0 6

, 6 , 2 3 7 , 1 0 3 , 6 , 2 0 1 , 9 , 1 7 6 , 1 , 9 6 ,  7 0 1 , 1 3
116 1 0 2 0  D A T A  1 4 4 , / , 9 6 4 6 9 , 0 , 1 4 1 , 1 2 6 , 6 , / 7 4

4 2 6 , 6 , 1 7 2 , 1 2 5 , 6 4 7 3 , 1 4 1 , 6 , 2 4 9 , 1 2 , 2 4 , 1
7 3 ,  1 4 2  • 6 , 1 0 5 , 3 , 1 4 1 , 1 4 2 , 6 , 7 6 , 5 , 1 2 1

OW 1 0 3 0  D A T A  5 6 . 1 7 3 , 1 4 2 . 6 , 2 3 3 , 3 , 1 4 1 , 1 4 2 , 6
,1 4 1 , 0 , 2 1 0 . 1 6 5 , 1 6 8 , 1 4 1 , 1 , 2 1 0 , 1 6 9 , 1 6 0 . 1
4 1 , 3 , 2 1 0 , 1 8 9 . 1 4 7 , 1 1 0 . 1 4 5 , 2 0 7 , 2 3 2

OY 1 0 4 0  D A T A  2 0 0 , 2 2 4 , 1 5 , 7 0 6 , 2 4 5 . 1 7 3 , 1
.
2 9 , 6

. 2 0 8 , 5 , 1 6 9 , 8 , 7 6 , 4 1
;  
1 7 1 , 1 6 9 , 2 , 1
4 1 , 2 8 , 2 ,

1 7 3 , 2 8 , 2 , 2 0 8 , 2 5 1 , 1 7 4 , 1 2 6 , 6 . 2 3 2 . 1 4 2
DG 1 0 5 0  D A T A  1 7 6 , 6 , 1 6 1 , 0 , 1 4 1 , 1 4 1 , 6 , 1 7 3 . 1 3

1 , 6 , 2 0 8 , 4 , 2 7 4 , 1 1 , 2 0 8 . 1 6 2 , 1 6 9 , 0 , 1 4 1 , 1 3 1
, 6 , 1 6 9 , 1 6 0 , 1 4 1 , 1 , 2 1 0 , 1 4 1 , 3 , 2 1 0 , 1 7 3

J I  1 0 6 8  D A TA  1 2 5 , 6 , 2 4 0 , 1 0 , 1 6 2 , 2 0 , 1 6 9 , 1 , 1 4
1 , 1 3 3 , 6 , 7 6 , 1 0 0 , 1 2 1 , 1 6 2 , 6 , 2 3 8 , 1 3 5 , 6 , 3 2 ,
6 6 , 1 1 8 , 7 6 , 1 2 6 , 1 2 0 , 3 2 , 2 4 5 , 1 1 9 , 1 7 3

(IL 1 0 7 0  D A T A  2 8 , 2 , 7 0 6 , 3 1 , 1 6 9 , 1 , 1 4 1 , 2 8 , 2 , 1
7 3 , 1 3 6 , 6 , 2 0 8 4 5 , 2 3 8 , 1 3 7
•
6 4 7 3 , 1 3 7 , 6 , 7 0
1 , 3 , 1 4 4 , 8 , 1 6 9 , 0 , 1 4 1 , 1 3 7 , 6 , 3 2 , 4 3 , 1 1 6

I E  1 0 8 0  D A T A  3 2 , 6 7 , 1 2 0 , 1 7 3 , 4 5 , 1 1 0 , 2 0 1 , 1 6 ,
2 0 8 , 3 1 , 3 2 , 1 3 4 , 1 1 8 , 1 7 3 , 1 3 5 , 6 , 2 8 1 , 7 , 1 7 6 ,
1 8 , 3 2 , 7 2 3 4 2 2 , 3 2
*  2 4 5 , 1 2 2  
p  
3 2 . 8 3 ,
4 2 2

1H1 1 0 9 0  D A TA  3 2 , 1 5 0 , 1 2 2
•
3 2 , 1 8 7 , 1 2 2 , 7 6 , 1 7 7

. 1 2 1 , 7 6 , 1 1 5 , 1 2 1 , 3 2 , 1 8 7
•
1 2 2 . 1 6 9 , 0
0
1 3 3 , 7

7 , 7 6 , 1 0 9 , 1 2 1 , 1 5 0 , 4 5 , 1 6 9 , 1 2 6 , 1 4 1 , 1 0 6
PW 1 1 0 0  D A T A  6 , 3 2 , 2 0 7 , 1 1 9 , 3 2 , 1 1 5 , 1 1 9 , 1 6 9 ,

1 . 1 4 1 , 1 2 9 , 6
•
1 7 3 , 1 3 6 , 1 6
,
7 0 8 , 9 , 1 6 9 ,
2 0 0 , 1 6

0 , 2 0 0 , 1 6 2 , 2 0 0 , 3 2 , 4 4 , 1 1 5 , 1 7 3 , 3 9 , 2
EL 1 1 1 9  D A TA  2 0 0 , 2 4 . 1 6 9 , 1 , 1 4 1 , 3 0 , 2 , 3 2
0
4 3 ,

1 1 6 , 2 0 6 , 1 3 0 , 6
•
1 7 3 . 1 3 9
•
6 , 2 0 8 , 8 , 1 6 1 , 2
, 1 4

1 , 1 3 0 , 6 , 3 2 , 1 6 2 , 1 1 6 , 1 7 3 , 2 8 , 2 , 2 0 8 , 2 4
JY  1 1 7 0  D A T A  1 6 9 . 8 , 1 4 1 , 2 8 , 2 , 3 7 , 6 7 , 1 7 0 , 1 7 3

. 1 2 4 . 6 , 2 4 0 , 1 1 , 1 7 3 , 1 - 2 8 , 6 , 2 0 1 , 1  • 2 4 9 , 4 5 , 2
0 1 . 2 , 2 4 0 , 4 7 , 1 7 3 , 4 5 , 1 1 0
1
2 0 1 , 4 6 , 2 0 8

NU 1 1 3 9  D A TA  2 1
#
3 2 , 1 3 4 4 1 8
•
3 2 , 2 2 3 , 1 2 2 ,
3 2 ,

7 4 5 . 1 2 2 , 3 2 , 8 3 , 1 2 2 , 3 2 , 1 5 0 , 1 2 2 , 3 2 , 1 8 7 , 1 2
2
•
7
6
,
5
2
,
1
2
2
,
3
2
,
1
1
1
,
4
2
0
,
3
2
,
4
8
7
,
1
2
2

UN 1 1 4 0  D A T A  1 6 5 , 0 , 1 3 3 , 7 7 , 7 6 , 2 2 8 , 1 2 1 , 3 2 , 1
7 4 , 1 1 6 , 7 6 , 3 0 , 1 2 2 , 3 2 , 2 1 2 , 1 1 6 , 7 6 ,  X 0 , 1 2 2 ,
1 6 0 , 0 , 1 8 5 , 1 8 9 , 1 1 0 , 1 5 3 , 3 8 . 1 1 0 . 2 0 0

MN 1 1 5 8  D A T A  1 9 2 , 1 6 , 2 8 0 , 2 4 5
0
1 7 3 , 3 4 , 1 1 9 , 2 0

5
1
2
9
,
1
1
1
•
1
7
6
,
3
,
7
6
,
1
3
2
0
1
2
2
0
2
0
0
,
1
1
,
1
7
3
,
3

5 , 1 1 0
$
2 9 5 , 3
9 , 1 1 1
,
1 7 6 , 3
•
7 6 , 1 3
2 , 1 2 2

KD 1 1 5 0  D A T A  1 7 3 , 3 4 , 1 1 0 . 1 4 1
0
2 9 , 1 1 1 , 1 7 3 , 3 5

, 1 1 0 , 1 4 1 , 3 0 , 1 1 1 , 1 7 3 , 2 9 , 1 1 1 , 1 4 1 p 6 3 , 1 1 0 ,
1 7 3 , 3 0 , 1 1 1  '
1 4 1 , 5 4  
g  
1 1 0 , 1
6 9 , 1 5
p  
1 4
1

CO 1 1 7 0  D A T A  6 5 , 1 1 9 , 9 6 , 1 7 3
•
1 3 3 p 5 , 2 9 8 , 5 , 1 9

0 , 4 8 , 7 6 , 1 7 2 , 1 2 2 , 1 6 0 , 1 2 , 1 6 2 , 0 , 3 2 , 1 9 3 , 1 1
5 , 1 6 0 , 8 , 7 5 , 1 7 2 , 1 2 2 , 1 6 2 , 0 , 1 8 5 , 7 0 5

GP 1 1 8 0  D A T A  1 1 0 , 1 5 7 , 6 7 , 1 1 0 , 7 3 2 , 7 0 0 . 2 2 4 , 4
8 , 2 0 8 , 2 4 4 , 9 6 , 1 7 3 . 3 1 , 2 0 0
o  
2 0 1 . 3 , 2 4 0 , 5 , 2 0
1 , 9
•
2 4
0 . 4
. ,
9 6 ,
7 8 ,
1 7
6 , 1
1 8 ,
3 2 ,
1 7
8 4
1 4

011 1 1 9 0  D A T A  3 2 , 2 2 . 1 1 5 , 3 2 , 1 0 5 , 1 1 5 , 3 2 , 1 8 9 ,
1 1 6 , 3 2 , 1 2 8 4 . 1 7 p  3 2 , 2 1 7 4 - 1 5 . 7 6 , 4 1 , 1 1 9 . 1 6
9
•
1
6
7
,
1
4
1
,
1
,
2
1
9
.
1
4
1
,
3
,
2
1
0
,
1
6
/
4
6
8

Y r  1 2 0 0  D A T A  1 . 4 1 , 5 , 2 1 0 , 1 4 1 , 7 p 2 1 9
•
1 5 9 , 0 . 4 4

1 , 8 , 2 1 0 , 9 6 , 1 6 2 , 0 , 1 6 0 , 1 1 , 1 8 9 , 1 6 4 , 1 1 1 . 1 4 1
p 9 , 2 1 0 , 7 3 2
•
1 8 9 , 1 6 4 , 1 1
1 , 1 4 1 . 2 , 2 1
0

PIC 1 2 1 0  D A T A  2 3 7 , 1 8 9 , 1 6 4 , 1 1 1 , 1 4 1 , 4 , 2 1 0 . 7 3
2 , 1 8 9
•
1 6 4
#
1 1 1 . 1
4 1 . 6 ,
2 1 0 , 1
6 9 , 5
•
1 4 1 , 2
8 . 2

, 3 2 , 1 0 7 , 1 2 2 . 1 7 3 , 2 5 , 2 , 2 0 8 . 2 4 8 , 2 3 2
MK 1 2 2 0  D A T A  2 0 0 , 1 1 2
•
2 2 , 2 0 6 , 2 1 0 , 9 6 , 3 2
, 2 2 3

, 1 2 2 , 1 6 9 , 1 6 6 , 1 4 1 , 5 , 2 1 0 , 1 4 1 , 7 , 2 1 9 , 1 7 4 , 1
4 3 , 6 , 1 7 2 , 1 4 4 , 0 , 1 9 2 , 2 6 , 7 0 8 . 1 , 9 6 , 1 8 9

OF 1 2 3 9  D A T A  5 1 . 1 1 4 , 1 4 1 . 9 , 2 1 8 , 2 3 2 , 1 8 9 , 5 1 ,
1 1 4 . 1 4 1 , 7 , 2 1 0 , 2 3 2 , 1 0 9 , 5 1 , 1 1 4 . 1 4 1 , 4 , 2 1 0
p 2 3 7 , 1 8 9 , 5 1 , 1 1 4 . 1 4 1 , 6 , 2 1 9 p 1 7 3
$
1 4 5

OK 1 2 4 0  D A T A  6 , 2 0 1 , 5 , 2 4 0 . 4 , 2 3 8 , 1 4 5 , 6 , 9 6 , 1
6 9 , 0 , 1 4 1 , 1 4 5 , 6 , 1 4 2 , 1 4 3 , 6 , 2 3 8 , 1 4 3 , 6 , 2 3 8

, 1 4 4 , 6 , 1 6  •

p
i
n
g
-  
i
s  
r
e
a
l
l
y  
h
e
a
v
y

Ne w Ala ri tH e r • ISSue4C 1 1



TALKING TO THE DRIVE
The Secrets of MO

XL/XE PROGRAMMING

TH EO R Y AND OPERATION

Most people have a grave misconcept ion about  the way the
Atari computer communicates  wit h its peripherals .  Set up an
10C13, call the Cent ral I nput / Out put  (CIO) ut ilit y .  the job's
done and all because of  the easiest I / O system on any 8-bit
home computer.  Unfortunately .  i f  that was your not ion.  you're
vaongt1
CIO acts as a middleman.  t rue c ommunic at ion is established

by the Serial input / Out put  (510) rout ines.  SIO ac tually  t rans-
mits  and receives data to all devices on the serial bus.  and is
responsible for checksums, baud calculat ions  etc.
SIO has  a well-defi ned protocol that  is associated wit h things

like Command and Data Frames.  Acknowledgement .  Nonack-
nowledgement  and Command and Bus  Errors .  I f  those bits  of
jargon scared you wit less then fear not, for SIC), in some cases.
Is as easy to use as CIO. and the average mortal in 99.9% of all
cases need never know about  them.  (unless you have an
EPROM burner  and want  to cause t rouble by part ially  re-
wr i t ing the operat ing system).
Probably the s ingle most  c ommon use of SIO is for disk

access, usually  in the form of  sectors, so that  seems a good
place to s t art  SIO. like CIO, requires  data to work.  In a s imilar
fashion to CIO, SIO takes its data f rom a Device Cont rol Block.
whic h resides at $0300 - 8030B (768-779 decimal).  Here we
come across our first major  difference. there is only  one DCB
as opposed to eight 10CB's.  yet they share a s imilar s t ruc ture.
Take a look  at the three tables, whic h contain a lis t  of

addresses, labels  and details  of  commands  associated wit h the
DCB. Anyone who uses a non-s tandard disk  drive, such as the
Indus  UT. or in some cases an upgraded one, (i.e fi tted wit h a
US Doubler.  Happy  enhancement .  etc.) may  be interested to
k now that  i f  you use the values of 78 and 79 in Dc o mND.  It is
possible to read/ wri t e f rom/ t o the drive confi gurat ion block.
There wil l be a small t ut orial and program about  t his  later.
To call SIO, not  all of  the DCB has to be set hut  i f  it is, in

some cases it  may  prevent  errors  occurring.  As a rule though.
here is what  should be done to read/ writ e a sector. Firs t  store
a value of  49 into DDEVIC,  to tell SIO what  k ind of  device we
wi l l  be accessing. Then the drive number  into DUNIT.  The
c ommand value should then be placed into DCOMND and
DSTATS should be set to-64 for a read or 128 for a write,  The
lo / h i  bytes of the address of  the data buf fer are then put  into
DBLI FI D/ DBLI FI l l .  Next DBYTI O and DBYTHI  should be set,
l i t he  disk  density  is single. then POKE 776 wit h 128 and 777
wit h O. I f  double density  is needed then POKE 776 with 0 and
777 wit h I .  DAI I X1/ 2  then gets any device specific informa-
t ion. in our example this  would be the lo/ h i  value of the sector
number  and all that  remains  is to call SIO at SE459.
Well if  all the info f rom the above has been absorbed,  type in

Lis t ing 2. This  is a rather s imple.  but  well commented.  'read a
sector and display  the contents' rout ine_ Wit h a hit  of  imagina-

12 I s s u e  46 - New Mari User

Phil Cardwell explores the
disk drive interface and
provides information and
programs that could form
the basis of a sector editor

l ion and If you follow the REM statements carefully  you could
convert this  rout ine to form the basis for a reasonable disk
sector editor.

DISK DRIVE CONFIGURATION

In 1978.  Atari displayed a prototype double density disk  drive
at several computer shows, the 815. A company at one the
shows. Percom Data Corporat ion,  had seen the prototypes and
decided a bet ter drive could be built .  whic h would also sell for
less. Power without  the Price again.
Percom manufac tured s ingle and double sided drives in both

single and double density, and as they wanted to keep com-
pat ibilit y  wit h the 810 and 815 drives, they created the 'Con-
fi gurat ion Block'.  By doing this. Percom created a s tandard by
whic h all other Atari-compat ible drive manufac turers  adhered
to. All that  is  bar one, Atari.  For reasons unk nown,  the 815
was dropped.  before it even hit  the market .  Then In 1984.
along with the new XL range of computers  came the 1050 wit h
enhanced density.  whic h is somewhere between s ingle and
double density,  and failed to conform to the Percom confi gura-
t ion block format.  Typical Atari policy of  non-s tandardizat ion-
The 810 or 1050 drives, to the best of  my knowledge.  do not

have a confi gurat ion block, or any thing resembling it, unless  it
is integral to the sof tware Le. DOS 2,5.
A confi gurat ion block Is a set of  12 bytes wit hin the memory

of the drive's cont rolling microprocessor.  To react or write the
config block, we use the 'N' and '0'  commands.  These closely
resemble the normal SIO read/ writ e commands ,  except data
length is always  12 bytes and no sector number is needed.
Table 4 shows the meaning of each byte in the block.
To avoid confusion,  the fi rst t hing to explain about  the block

is the double byte values. They  are in high-by te/ low-by te
order,  the opposite of the normal 6502 pract ice.  because thats
how the Percom drive microprocessor operates. Not  all these
values have meaning to all manufac turers ,  either.  Some wi l l
only  allow 2 or 3 values to be changed.

cont inued on page 15



HA l o  R E M  ifewwwmpl-wwimilmmoqmmme***4141****w
I C 2 0  R E M  *  D I S K  D R I V E  CO NFI G URATI O N *
HD 4 0  R E M  *  B y
ZG: 4 0  R E M  *  P h i l  C a r d w e l l
GR 5 0  RE M  *
SK 6 0  R E M  *  N E W  A T A R I  US E R -  1 9 9 0  *
UG 7 0  R E M
OF 8 0  R E M
VW 9 0  D I M  T E M P S ( 2 0 ) , C O N F I G S ( 1 2 ) , C M D S ( 1 ) , 5

I 0 5 c 1 4 4
0 0  1 8 0  5 I O 5 = " 1 ,  Y r 3 F
4
n E p e r n e " : S I O = A
D R ( S I O 5
MS 1 1 0  G RAP HI CS  0 : ?  "  * M *  D I S K  D R I V E  CO N

FI G URATI O N * * * " : 7  : P O K E  7 1 8 , 0 : P O K E  7 0 9
, 1 5

8C 1 2 0  ?

OUT

THI S  P RO  R A M  W I L L  NO T F _ N C T I O N
•ROPERLY O N A ; 1 0  O P  1 0 5 0  W I T H
S UI TABL M O D I F I C A T I O N

. . . . "
AO 1 3 0  ?  : 7  : ?  " E n t e r  D r i v e  N o .  " ;
E l  1 4 0  I N P U T  1 1 1 6 , DRI V E
MA 1 5 0  ?  " t
TG 1 6 0  I F  D R I V E ° .  O R  D R I V E ) 8  O R  D R I U E O I N

T ( D P I V E )  T H E N  R U N
UB 1 7 0  ?  " R  * * *  D I S K  D R I V E  CO NFI G URATI O N

* m * P O K E  7 1 0 , 0 : P O K E  7 0 9 , 1 5
PC 1 8 8  ?  : ?  " D r i v e  W
.
: D R I V E : 7
UP 1 9 0  G O S UB 8 1 0
UL 2 0 0  I F  S I O S T A T U S ( 1 2 8  T H E N  2 5 8
JT 2 1 0  ?  1 7  " U n a b l e  t o  r e a d  C o n fi g u r a t i o n

B l o c k "
00 2 2 0  ?  " D i s k  D r i v e  E r r o r  W " : S I O S TA TU S
NI  2 3 0  7  " P r o g r a m  A b o r t e d "
TO 2 4 0  S TO P
CP 2 5 0  7  " N o .  o f  T r a c k s  " : T R A C K S
VD 2 6 8  7  " S e c t o r s  p e r  T r a c k  " : S P T
GA 2 7 0  ?  " B y t e s  p e r  S e c t o r
LU 2 8 8  ?  " D e n s i t y  " ; e P S" : D E N S I TY

; "  _
GM 2 9 8  I F  D E N S I T Y = 0  T H E N  7  " S I N G L E "
BM 3 8 0  I F  D E N 5 I T Y = 4  TH E N  7  " D O U B LE "
WH 3 1 8  I F  D E N S I T Y ° ,  A N D  D E N S I T Y ( 9 4  TH E N

? "UNKNO WN"
NO 3 2 8  ?  " N o .  o f  S i d e s  " ' S I D E S
I P  3 3 0  ?  " S t e p  R a t e  " : 5 T E P R A T

RD 3 4 0  ?  " D r i v e  S e l e c t e d =  " ; S E L E C T
QV 3 5 0  ?  "  A C I A =  " J A C I A
MI  3 6 8  ?  "  M i s c e l l a n e o u s =  " : M I S C
OH 3 7 8  ?  2 ? “camumEn"
BE 3 8 8  ?  : 7  " ) 0  -  Q u i t  P r o g r a m "
ST 3 9 0  ?  " 9 1  -  C h a n g e  D r i v e  S e t t i n g s "
MG 4 0 0  ?  " 0 2  -  C h a n g e  D r i V e  N u m b e r "
ZC 4 1 8  ?  : 7  " C h o i c e  " ; ; I N P U T  8 1 1 6 :CHO I CE
UK 4 2 0  I F  C H O I C E = 8  TO WN E X I T = U 5 R C 5 8 4 8 4 4
C l  4 3 0  I F  C N O I C E = 2  TH E N  1 1 8
OK 4 4 e  R E M
0 2  4 5 8  RE M
WU 4 6 0  R E M  CHANGE T H E  V ALUE S  O F  T H E
ms 4 7 8  R E M  CO NFI G  BLO CK
RE 4 8 0  R E M
Rif 4 1 0  R E M
NO 5 0 0
ZZ 5 1 0  ?  : 7  " H i t  RE TURN t o  l e a v e  a  v a l u e

u n C h a n g e d "
CM 5 2 9  ?
EU 5 3 8  ?  " TR A C K S  =  " : ; T E M P = T R A C K S
MW 5 4 0  G O SUB 7 5 8 : TRACKS = TE M P
DV 5 5 0  7  " S e c t o r s  p e r  T r a c k  " ; : T E M P = S P T
NU 5 6 8  G O SUB 7 5 4 0 :5 P T=TE MP
FW 5 7 8  7  " B y t e s  p e r  S e c t o r  " ; : T E M P = O P S
NM 5 8 0  G O S UB 7 5 0 : B P 5 = T E M P
AL 5 9 0  ?  " S i d e s  " ; : T E M P = S I D E S
PO 6 8 0  G O SUB 7 5 0 : S I D E S = T E M P
WE 8 1 8  ?  " D e n s i t y  " : : Y E M P = D E N S / T Y

SiO • Disk Drive Configuration
WO 6 2 0  G O SUB 7 5 . 0 :1 >E N5 I TY =TE MP
CP 6 3 0  ?
EC 6 4 0  ?  " S t e p  R a t e  " : : T E M P = S T E P R A T E
PH 6 5 0  G O SUB 7 5 0 : 5 TE P R 4 TE = TE M P
NA 6 6 0  7  " D r i v e  S e l e c t  " ; : T E M P = S ( L E C T
I D 6 7 0  G O SUB 7 5 0 : S E LE C T= TE M P
CO 6 8 0  ?  " A C I A  " : : T E M P = A C I A
FT 6 9 8  G O SUB 7 5 8 : A C I A = T E M P
YX 7 8 0  ?  " M i s c .  " ; : T E M P = M I S C
KS 7 1 8  G O SUB 7 5 0 : M I S C = T E M P
MA 7 2 0  G O SUB 9 6 0
VZ 7 3 0  I t  S I O S T A T U 5 < 1 2 8  T H E N  1 7 0
SF 7 4 0  7  :
7  
" U n a b
l e  
t o  
W r
i t
e  
C o n
fi g
u r a
t i o

n B l o c k " : G O T O  2 2 0
RC 7 5 0  RE M
RE 7 6 0  R E M
PG 7 7 0  R E M
U8 7 0 8  7  "  ( " : T E M P : " )  ? " ; : I N P U T  U 1 6 ; TE M P S
FO 7 9 0  I F  LE NCTE MP S )  T H E N  TE MP =0 ALCTE MP S )
ZE 8 8 0  RE TURN
OV 8 1 0  RE M
ZE 8 2 0  R E M  G E T V ALUE S  FRO M CO NFI G  BLO CK
OZ 8 3 0  RE M
YO 8 4 0  CO NFI G = ADR( CO NFI G S ) : ADDR= c om r l m
NB 8 5 8  CMOS="111";GO5UB 1 1 3 0
UN 8 6 0  TRACKS = P E E K( CO NFI G 4 0 )
HT 8 7 0  S TE P RATE =P E E KCC0 NF/ G +1 1
10 8 8 0  S P T= P E E K( Com fi G 4 . 2 ) * 2 5 6 4 . pr E KCCO NFI G

4-3)
V I  8 9 0  S I D E S = P E E K ( C O N FI G . 1 4 ) . 1
MG 9 0 0  D E 5 N I TY = P E E K ( C O N FI G + 5 )
NZ  9 1 0  5 P 5 = P E E K ( C O N F I G
-
9 6 ) 0 2 5 6 . 9 P E E K C C O N F I G

+71
ZK 1 2 0  S E LE CT=P E E KCCO NFI G +8 4
UC 9 3 0  A C I A = P E E K ( C O N FI G + 9 )
Ni  9 4 8  m r s c = P E E K ( c o N F I G
-
9 1 8 ) 0 2 5 6 . 9 P E E K ( C O N F

I G -911)
ZP 9 5 0  RE TURN
RG 9 6 8  RE M
INK 9 7 9  R E M  P U T  NE W V ALUE S  -
9  C O N F I G  
B L O C K
RK / 8 8  RE M
YZ 9 9 8  c oN F/ G = A D R ( C O N FI G S ) ; A D D R = C O N FI G
GO 1 8 8 8  P O KE  CO NFI G + 9 , TRACKS
NZ 1 0 1 0  P O KE  CO NFI G + 1 , S TE P RATE
ME 1 8 2 8  P O KE  C O N F I G + 2 , I N T ( S P T 1 2 5 6 )
HM 1 8 3 0  P O KE  c O N F I G + 3 , S P T
-
P E E K ( C O N F I G . 9 2 1 0

2 5 6
ZZ 1 8 4 0  P O KE  C O N F / G + 4 , S I D E S - 1
YO 1 0 5 0  P O KE  C O N F I G + 6 , I N I C B P S / 2 5 6 )
CF 1 0 6 0  P O KE  c o N F I G
4 .
7 , 8 P S
-
P E E K C C O N F I G .
9 6 9 4 9

2 5 6
GJ 1 9 7 9  P O KE  C O N F I G . 8 , S E L E C T
ZA i • 8 0  P O KE  C O N F I G + 9 , A C I A
OJ 1 8 9 8  P O KE  C O N F I G 4 1 8 „ I N T C M I S C / 2 5 6 )
LE 1 1 9 8  P O KE  C O N FI G 4 1 1 , M i s c - P E E K C C O N FI G + 1

8191256
NZ 1 1 1 0  CM DS = "0 " : G O 3 UB 1 1 3 8
AM 1 1 2 8  RE TURN
I N  1 1 3 8  RE M
X I  1 1 4 9  RE M  C A L L  5 1 0  T O  R E A D / W R I TE
AD 1 1 5 9  R E M  THE  C O N FI G  BLO CK
i o  1 1 6 8  RE M
PE 1 1 7 0  P O KE  7 6 1 5 „ A S C ( " 1 " )
EL 1 1 8 8  P O KE  7 6 9 , 0 0 I V E
NB 1 1 9 8  P O KE  7 7 8 , A 5 C 4 C M 0 S 1
EX 1 2 0 8  P O KE  7 7 1 , 1 2 8
OI  1 2 1 0  I F  C M O 8 = " 0 "  T H E N  P O KE  7 7 1 , 6 4
WA 1 2 2 9  P O KE  7 7 3 , I N T C 0 0 0 R / 2 5 6 )
V I  1 2 3 8  P O KE  7 7 2 , A D D R
-
2 5 6 * P E E K ( 7 7 3 )
5.8 1 2 4 0  P O KE  7 7 4 , 3
OY 1 2 5 8  P O KE  7 7 5 , 9
OP 1 2 6 0  P O KE  7 7 6 , 1 2 : P O K E  7 7 7 , 0
CV 1 2 7 8  5 i o 3 T A T U 3 = u S R ( 5 1 0 )
88  1 2 8 0  RE TURN
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TABLE I

Location
Hex. Dec .

Label

300 768 DDEV1C

301 769 DUNI T
302 770 DCOMND

303 771 DSTATS

304 772 1)111Nxx

306 774 DTIMxx

308 776 DBYTxx

30A 778 DAUXx

DCB LAYOUT
Description

The type of device to access. See Table 2
for device ID's
Disk drive number U-  4)
The operation command. In most cases
the value here will have an ATASCI1
equivalent. Refer to 'fable 3
Double use: 111 Before calling SIO• it is
used to indicate the direction of data. A
value of 64=receive data. I28-send data
(2) After the SIO operation, carries the
Status code
LoiHi byte address of data buffer to read
from/write to
La/Hi bytes of timeout value. SIO waits
this many seconds before giving up
Number of bytes to transfer. ( 1 2 8
,
- - S i n g l e
density, 256=Double density)
Device specific information is stored
here, such as the disk sector number to
access

Note: xx = a two byte addres,s

TABLE 2
Device T y p e  I de n t i fi c a t i on  Values

Disk drives D I - D 4  4 9 - 5 2  S 3 1 4 3 4
Printer P  6 4  $ 4 0
RS-232 Ports R I - R 4  8 0 - 8 3  $ 5 0 - S 5 3

TABLE 3

Command

SIO COMMANDS
Value

Download 3 2  s p a c e
Format 3 3  t
Put (No verify) 8 0  P
Read spin 8 1  Q
Read 8 2  R
Status 8 3  S
Read A
d d r e
s s   
8
4  
T

Nlotor On 8 5  U
Verify Sector 8 6  V
Write IVerify) 8 7  V V

Note: See text about additional disk commands.

ATASCII
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S
I
O

CONFIGURATION
TABLES

TABLE 4
DISK DRIVE

CONFIGURATION BLOCK
Offset N o .  Of D e s c r i p t i o n

Bytes

+0 1  N u m b e r  of Tracks
+1 I  S t e p  Rate
1-2-3 2  S e c t o r s  per Tracks
+4 I  N u m b e r  of Sidesffleads
+5 I  D e n s i t y
+6-7 2  B y t e s  per Sector
+8 1  D r i v e  Present
+9 I  S e r i a l  Rate Control
+10-11 2  M i s c e l l a n e o u s

TABLE 5
US Doubler

Sample Configuration Block
Offset D e s c r i p t i o n
Value

+0 N u m b e r  of Tracks 4 0  *
+1 S t e p  Rate 1  *
+2 S e c t o r s ! T r a c k  Hi 0  *
+3 S e c t o r s / T r a c k  Lo I 1 1 2 6
+4 N u m b e r  of Sides 0  *
+5 D e n s i t y  0 / 4
+6 B y t e s / S e c t o r  Hi 1 1 0
+7 B y t e s / S e c t o r  Lo 0 / 1 2 8
+8 D r i v e  Present 5 5  *
+9 S e r i a l  Rate Control 0  *
+10 M i s c . ) R e s e r v e d  Hi 0  *
+11 M i s c , ' R e s e r .  ed Lo I t  * .

Note: An asterisk by the value indicates the byte is unused



The Step Rate controls  the speed of  the driv es  head stepper
motor.  There is no universal meaning to this  value, a case of
dif ferent  manufac turers  - dif ferent  values. This  also applies to
the Serial Rate Cont rol and Miscellaneous values. I f  altered
though some drives may  remember them, and others  ignore
them.
Altering the value of  Drive Present acts as a sof tware drive

disable,  as far as the computer is concerned.
Number  of Tracks. Sectors per Track. Bytes per Sector and

Density  should all be self -explanatory,  t hough Dens ity  will
read only  0=Single or 4=Double.
To amend the confi gurat ion block, type in lis t ing I .  This

displays the contents of  the confi gurat ion block and allows
changes to be made.  The masochis t ic  types may  want  to t ry
and fi nd out, what  values their drive wil l  accept. and i f  they
ignore the value or not. This  program will NOT work  on a 810
or 1050 unless they have art internal modifi cat ion.
A sample confi gurat ion block wit h the values returned af ter

an SIO request  is shown in table 5. This  was taken f rom ICD's
US Doubler.  as it  is a popular modifi cat ion,  and convenient ly
demonst rates how the values can vary. Firs t ly  note the values,
that  are not used, part icularly  the Drive Present fl ag (which if
altered. does t urn the drive oft). Also a small problem which 1
encountered and can't  prov ide an answer to. The confi gurat ion
table shown was taken f rom a drive that  was booted up on a
double density  disk, yet the Dens ity  values returned,  show it
to be 128 bytes per sector and gives a s ingle density. Anyone
who can explain this  please let me know.
That 's  about  it  for this  explorat ion of  SM.  Some of  the

Informat ion may  be a lit t le advanced or obscure but  if  you
study the programs as well as the tables. it  should all become
clear.

UR 1 8  R E M DO
3(0
CR
EU
C V

4 3 0
4 4 0
4 5 0
4 6 0
4 7 0

? C O R S C 2 7 ) ; C O R S C O Y T E ) ;
N EXT  C N T
?
N EXT  L I N E
.

XS 2 0  R E M  *  S I O  S E C T O R  R E A D  P R O G R AM  *
MD 3 0  R E M  *  B y  *
ZU 4 0  R E M  *  P h i l  C a r d w e l l  *
GR 5 0  R E M  *  *
SK 6 0  R E M  *  N E W  A T A R I  U S E R  -  1 1 9 0  * NO 4 8 8 GOTO 2 3 0
UG 7 0  R E M  * * * - 0 H ilc- w w * * * * * * * * 4 1 - w it - Kw - w w * * * * * MO 4 9 0 REM
OF 0 0  R E M A l 5 0 8 REM  D E C  T O  H E X  C O N V E R T E R
FO 1 0 0  R E M  *  A s s u m e  w e  w i l l  w o r k  w i t h MR 5 1 0 T R AP 5 3 0
T A 1 1 0  R E M  *  d r i v e  U l  a n d  d e n s i t y  i s EZ 5 2 0 D I M  H X 6 f 1 6 ) : M X 5 . 7 " 0 1 2 3 4 5 6 7 8 9 A B C D E F •
UG 1 2 0  R E M  *  s i n g l e ,  i . e .  = I JA 5 3 0 T R AP 4 0 0 0 0
0 5  I S O  R E M L T 5 4 0 H X = I N T ( 0 Y T E f 1 6 ) + 1 ; ?  H X$ I H 3 4 , 1 1 1 0 ;1 1 1 1 4
UK 1 4 0  D I M  B U F F E R 5 ( 2 5 6 ) , 5 1 0 5 ( 1 6 ) = 8 Y T E

-
1 6 * H 3
( 4 - 1 7 :
?  
H N
S C
H N
, N
X /
;

WS 1 5 0  5 1 0 5 = h  W I C W
,
I n U B l e l M e •

ZL 5 5 0 RETURN
OX 1 6 8  ADDR =AORCBUFFERS1 CT 5 6 0 REM .

t
GU 1 7 0  D R / U E = 1 ZT 5 7 0 REM DI S K S E CTO R I / O  R O U TI N E
GC 1 8 0  D E N S I T V = 1 ZS 5 8 8 REM
RE 1 9 0  R E M Z E 5 9 0 REM V a r i a b l e S t
SC 2 0 0  R E M  *  F o r c e  a  RE AD c om m a nd ZD 6 0 0 REM
OP 2 1 0  RE M KL 6 1 0 REM SECTOR =  s e c t o r  n u m b e r
ND 2 2 0  D I M  C M O S ( 1 ) : C M C S = " R " CM 6 2 0 REM D R I V E  =  d r i v e  n u m b e r
JG  2 3 0  ?  -
W h a t  
s e c t
o r  
t
o  
d i s
p l a
y " ;

F A 6 3 0 REM AD OR  =  b u f f e r  a d d r e s s
PG 2 4 0  I N P U T  S E C T O R GG 6 4 0 REM CMOS =  c om m a nd
nx 2 5 0  R E M VE 650 R EM DE NS I TY  = 1

-
S i n g l e

'IrY 2 6 8  R E M  *  C a l l  5 1 0  r o u t i n e OW 6 6 0 REM 2 - D o u b l e
RO 2 7 8  R E M D I 6 7 0 R EM
V P  2 0 0  G O S U B  5 6 0 VS 6 8 0 POKE 7 6 4 1 , 1 1 5 CT” 1 "1
R I  2 9 0  R E M MF 6 9 0 POKE 7 6 9 , D R I V E
DL 3 0 0  R E M  *  D i s p l a y  S e c t o r N i 7 0 0 POKE 7 7 8 , AS CCCM 0 5 3
OD 3 1 8  RE M GO 718 POKE 7 7 1 , 1 2 8 : R E M  a s s um e  r e a d
CD 3 2 8  G R A P H I C S  0 : P O K E  7 1 0 , 0 : P O K E  7 0 1 4 5 VW 7 2 0 I F  C M D 5 R "  T H E N  P O KE  7 7 1 , 6 4
RC 3 3 8  ?  -
D r i v e  
N " ; D
R I V E
; "  
S e
c t
o r  
N
o
.  
"
;

NV 730 POKE 7 7 3 , I N T ( A D D R / 2 5 6 )
S E CTO R;" S t a t u s = " ; S T O S T A T U S DE 7 4 8 POKE 7 7 2

J
A D D R - 2
5 6 * P E E
K C 7 7 3 1

CO 3 4 8  ? MR 750 POKE 7 7 4 , 3
AN 3 5 8  FO R  L I N E = 8  T O  D E N S I T Y * 1 2 8 - 1  S TE P  8 LP 7 6 8 POKE 7 7 5 , 0
OU 3 8 0  I l Y T E = L I N E : G O S U O  5 I 0 ; ?  - ; " ; PR 770 POKE 7 7 6 , 1 2 0 : P O K E  7 7 7 , 8
EN  3 7 e  F O R  C N T 7 0  T o  7 XW 7 8 0 I F  P E N S I T Y = 2  T H E N  P O K E  7 7 6 , 8 ; P O K E
RD 3 8 8  B V T E = P E E K ( A D D W I L / N E + C N T I ; G O S U O  5 1 0 7 7 7 , 1

: ,  , ,  , . ; H I 7 9 0  P O KE  7 7 9
J
I N T T S E C T
0 R / 2 5 6 )

XX 3 9 0  N E X T C N T 00 8 8 0 POKE 7 7 8 , S E C T O R
-
2 5 6 * P E E K C 7 7 1 l

DZ 4 0 0  FO R  C N T = 8  T O  7 GA 8 1 8 S I O S TATUS = US RCADRC5 I 0 5 / )
VG 4 1 8  O V T E = P E E K C A D D R + L T N E
,
t c N T 1

Z I 0 2 0 R ET U R N
MO 4 2 8  I F  O V T E ) 1 2 7  T H E N  B Y T E = B Y T E - 1 2 8 •

Listing 2 - A simple 'get sector' routine

ATTENTION XL/XE and ST USERS!
A Mega REMOTE CONTROL JOYSTICK SYSTEM for YOUR computer!

No leads, 30 fool range! Control your computer from the comtort o f  you r tavourite
armchair! Suitable fo r any computer that uses the Atari configuration foyst ick

ports STAL .XEAM I GA C64 etc.
REDUCED DURING OUR SUMMER SALE WAS E24.99 - NOW AN UNREPEATABLE

B A R G A I N  A T  O N L Y  E 1 4 . 9 9  ( p l u s  E 3  P & P )
S U P E R I O R  S O F T W A R E  F O R  T H E  A T A R I  X L/ X E

KASS-KOPY: co p e s commercia l cassette games p lus fast load opt ion: 0 .9 5  (C)
PROGRAMMERS PACK: a ll the u t ilit ies needed to  produce XL.'XE games; E9,95 (DI

COPYIST: compilat ion d isk o f  useful copy u t ilit ies and much more: E9.95 (D)
Orders over E25.00 - cla im you r FREE XIL•XE game worth at least E9.95 trOM:

Disc • ZORK III, SUSPENDED, ATARI PAINT. 221t, BAKER STREET,
GEMSTONE WARRIOR. TRIVIAL PURSUIT. Tape - BATTALION COMMANDER

IN THE EVENT THAT DEMAND OUTSTRIPS STOCKS, AN ALTERNATIVE WILL BE SENT

Make orders payable to SOFTSCAN. Please add £1.00 to software orders tor P&P
Cheques.POs to! SOFTSCAN, PO BOX 84, HEREFORD HR4

AccessAlisa orders: Telephone 0432 50836

MIDIMASTER
Interested?

Read ,John S  Davison's review in
MAKING MUSIC

this issue
Please telephone for currrent availability

0785 213928
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which we have a number of answers
fo r  the cries o f help from the last issue,
an encouraging response from all o f you

fo r  which the Tipster gives his thanks. Also there is
the promised map for Blinky's Scary School
together with a complete walk through. This issue
sees a transitional Tipster column with the Tips-
ter's role being taken over by guess who? Next
time round we should have a full time Tipster back
again so make sure you start him o ff well with a
good helping o f hints, tips, maps and solutions in
response to this issue.
See you next time, meantime here we go ....

BLINKYS
SCART SCHOOL

16 i s s J e  46 rNewA im.  e r

AIRSTRIKE II
We are starting oft with these comprehensive p lay tips from
Adrian Graham o f  Co. Wicklow, Ireland who says tha t the
secret is to learn to fly your craft skilfu lly. To shoot rockets
leave a  b i t  o f  space behind you to  reverse and tease the
rockets out. l i t h e  bombs fa lling from the ceiling are bullet-
proof then pause the  game t i l l  they move t o  a  d ifferent
position, then fl y round them.
I f  the doors in  the girders are too d ifficu lt to  shoot, pause

the game. Bombing fuel and ammo trucks is  t ricky some-
times. Be  careful on harder levels because then the ammo
trucks fi gh t  back. Going through tunnels requires sk i l l  as
your fi gh te r w i l l  disintegrate a t  the  slightest bump. They
don't make them like  they used to! Moving mouths o f  caves
can be beaten by pausing the game. You stop moving but the
cave mouth does not stop.
Shooting defenders must be shot dead centre. The ir bullets

can be shot too. The odd things like  two squares held by a
rubber band can be removed by getting yourself' in  a  safe
place and pausing. They keep going past you.

From Paul Adams, of Birmingham comes this complete guide to Blinky's Scary
School - a full run through of the game with a map. Be warned this is the
whole solution and it can spoil the game so only go as far as you need. Thanks
to Paul for the most professionally submitted map and solution The Tipster has
ever seenl



C A D I I N U C r C ) P I A  COIF T I P S
f r o m L e e  C o l o l o u g h , just d o w n  th e  r o a d  in  Ta mw o r th .

There h a s to  b e  so me th i n g  h e re  fo r  e ve ryo n e !

W A R R I O R S  O F  R A S
Creat e a new charac ter in the Dunzhin and play  him till he's

around 10th level then transfer him over to Kaiv and use this
charac ter to play. It will be muc h easier.

H E A D  O V E R  H E E L S
To get  past the robots wearing jet  packs run up to the last wall
and wait .  When the robots are really close, run right and when
he changes  direct ion,  run forward.  You'll get  past him without
trouble.

A S T E R O I D S
When there are only 1 or 2 small asteroids left, thrust up to the
t op right -hand corner and wait .  When a saucer comes, shoot  it
either direct  or using the 'wraparound'  ef fect .  Doing this a f ew
t imes will bump up your score a lot.

M I S S I L E  C O M M A N D
Press CONTROL-C and you will start on [eve l b. Also, pressing

CONTROL-Z a few times occasionally gives a surprise.

C E N T I P E D E
Remain stat ionary and k eep shooting. This will build a ' t unnel'
into which the cent ipedes  will fall.

START STEPS. SCROLLING ALONG 1 - FLOUR POWER (TAKE)
SCROLLING ALONG 1 - PILLARS - FLUSHED WITH SUCCESS (TAKE)
IN A JAM - CREEPY CRAWLIES - PHEW DE COLOGNE (TAKE) -
CREEPY CRAWLIES - RED HERRING - FROG - FLUSHED WITH SUC-
CESS - WINDOWS - LEMON AID - DES GREATEST HITS - TOILET -
SCROLLING ALONG 1 - STEPS - CAULDRON 1 (DEPOSIT FLOUR AND
COLOGNE) - STEPS SCROLLING ALONG 1 - PILLARS - FLUSHED
WITH SUCCESS - IN A JAM - CREEPY CRAWLIES - RED HERRING
(TAKE) - FROG • FLUSHED WITH SUCCESS - WINDOWS - LEMON AID
(TAKE) - DES GREATEST HITS - TOILET - SCROLLING ALONG 1
STEPS CAULDRON 1 (DEPOSIT RED HERRING AND LEMON AID).
BLINKY WILL NOW FLOAT UP TO THE NEXT LEVEL, CAULDRON 1 -
PLATFORM - HANDS THAT DO DISHES. PLATFORM - SCROLLING
ALONG 2 - PLATFORM - HANDS THAT DO DISHES - PLATFORM -
STAIRS - EYE OF NEWT (TAKE) - HERMAN HAGGIS - BALLOONED -
WASPS - TIMES SCONE BY (TAKE1 - PLATFORM SKYLINE - BY GUM
• SKYLINE AIR TODAY (TAKE) - SKYLINE - BY GUM - SKYLINE
-PLATFORM - PLATFORM - SCROLLING ALONG 2 - CAULDRON 2
(DEPOSIT EYE OF NEWT, SCONES. AIR TODAY) SCROLLING
ALONG 2 - PLATFORM - PLATFORM - SKYLINE • BY GUM (TAKE) -
SKYLINE PLATFORM - PLATFORM SCROLLING ALONG 2 - CAUL-
DRON 2 (DEPOSIT BY GUM). GO TO 'HAVE YOU SEEN THE LIGHT'
(TAKE). FLUSHED WITH SUCCESS - IN A JAM - PHEW DE COLOGNE
• FLUSHED WITH SUCCESS - CREEPY CRAWLIE - WATER - CEMET-
ERY - HOW ALARMING (TAKE) - GO TO BEDROOM - JUMP ON THE
PLATFORM ABOVE THE BED AND THE ALARM CLOCK IS ACTIVATED.
GAME COMPLETED.

D E F E N D E R
On screens 4 onwards  all the Pods will be in t he same plac e

at t he start of the screen. Mov e in c lose and smart  bomb.  You
get  points for the pods and the swarmers inside them.  To
destroy swarmers, get  in behind t hem and follow t hem closely.
They won' t  turn round and they won' t  fire back.  If a baiter IS
af ter you and you only have 1 or 2 aliens left, go  af ter t hem
and ignore the baiter You don' t  have to shoot him. If you
hav e I  humanoid  left and are close to levels 5, 10 etc. then let
a  'ander pick him up.  shoot the !ander,  c at c h the man but
don' t  put  him down.  The landers get  quite frant ic about  this
and c an be picked of f  easily.

T W I L I G H T  W O R L D
The solut ion to the first hat  of  Trick or f rap is: Get  blue key - R •
D - get  green key - L - get  blue key - R - R - D- get  blue key - U -
left all the way  - get  green key - U - R - R - R - R -  get  blue key -
U- get  blue key R  g e t  green key • D • R - D g e t  blue key - U
- R - D - get  blue key - U- R  U - L -  get  green key - R - D - R -
get  blue key - R - get  blue key - Li - g e t  green key - D - R - D

the rest is easy!
The solution to screen H. Grid of Iron IS: Get orange key and

go left, open orange door,  get  green key, go up,  get  orange
key, go left and open orange door,  go left to finish!
These are the only major problems  in Twilight World,  the rest is

relat ively easy.

Well done,  Lee, what  a lot of help for everyone!

TURN THE PAGE
FOR
POTHOLE PETE

HAWKQU EST
Simon Williams has also just finished the cassette version
of Hawkquest and provides this cheat for those of you who
can't get through to the end and desperately want to see the
end game screens.
Load up the 'End Screen and Animation tape' and type

ABLTXYZZHA which is the code made up from all five levels
(AB)(LT)(XY)(ZZ)(11A)

AND THE WINNER IS
It was a hard decision this time with a few people
pitching in with a lot of help but the prim of the FIVE
ATARI ROM CARTRIDGES goes to Philip Murphy for
Pothole Pete and a lot of other hints.
This time round a really weird prize - A SET OF AIR
DRUMS. What? Great fun these, a couple of drum sticks
that you just hit nothing with to create a myriad of
drum sounds, a hit hard to explain but great fun to play
with (the batteries are already run down!). I f you want a
weird prize, get those hints and tips in now!
LEE i'VELSON still hasn't had his videos from the last
Tipster because we lost his address when the old Tipster
tippled off. Get in touch Lee and we'll send those videos.
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POTHOLE
PETE

An almost  complete game guide comes f rom Philip Murphy, Co.
Cork, I reland for this game. Philip has been play ing this for
quite a while.

L e v e l  1 :  St and beside toadstool.  Jump over toadstool as
spider begins  his run to the right  and then jump again as he
returns. Climb down the ladder.  Jump over the toadstool and
collect the dynamite.  Quick ly  run off the plat form and fall onto
the ladder.  Jump over boulders.  When scorpion begins  its run
to the right,  jump over the toadstool and jump again over the
scorpion. Watch the poisonous  ivy. Get as c lose to the wall as
possible and drop the dynamite.  Don' t  move. When the wall
explodes walk  through y o u  are now on level 2.

L e v e l  2 :  Walk  off  the fi rst two plat forms.  When bats are
flying to the right,  fall onto the bot tom plat form and jump the
bat. Jump across and get the dynamite and then walk off  the
plat form and wait .  When the lower bat comes, jump over it and
keep on jumping unt il you get back up where you started. When
the bat fl ies to the right  wait  beside the toadstool and jump the
bat and the toadstool at the same t ime. Drop the dynamite
beside the wall and RUN through to level 3.

L e v e l  3 :  Cl imb  down the ladder and watch the bat. Walk
to edge of plat form and jump s light ly  behind the bat as he fl ies
in the same direct ion.  Collect  the dynamite and jump back
across and c limb up the ladder. Run down the plat forms avoid-
ing the bats (in some cases the top bat get stuck on the ivy).
Climb down the ladder. Jump over toadstool and drop dyna-
mite. When the wall explodes walk through to level 4.

L e v e l  4 :  When bats fly to the left, keep your fi nger on fi re
and you wil l keep jumping.  Jump across to small plat form and
then across  again and stand bes ide the toadstool.  When the bat
fl ies to the right  collect  the dynamite.  wait  for the bat to pass,
then jump across to small plat form and jump and then run
across the top plat form and drop the dynamite beside the wall.
When the wall explodes walk  through to level 5.

That should keep you busy for while s o m e o n e  else can take
over f rom there!

M I L K  R A C E
S t a y  i n  1 s t  g e a r  a l l  t h e  t i m e  a s  t h i s  k e e p s  y o u  a t  a
g o o d  s p e e d  a n d  a l s o  s a v e s  y o u  e n e r g y .  N e v e r  r i d e
r i g h t  a t  t h e  e d g e  o f  t h e  s c r e e n  a s  y o u  w i l l  e a s i l y  c r a s h ,
s t a y  n e a r e r  t h e  m i d d l e  i f  p o s s i b l e .

S C R E A M I N G  W I N G S
If y o u  w a n t  t o  g o  o n  a  f e w  l e v e l s ,  t h e n  s t a r t  t h e  g a m e

a s  n o r m a l  a n d  w h e n  t h e  l a r g e  p l a n e  c o m e s  o n .  d o n ' t
s h o o t  i t  b u t  d o d g e  i t  a n d  k e e p  d o d g i n g  i t .  T h e  s c r e e n
wi l l  k e e p  s c r o l l i n g  t o  t h e  e n d  o f  t h a t  l e v e l .  Y o u  c a n
k e e p  d o i n g  t h i s  t h r o u g h  a l l  l e v e l s -  I  r e a c h e d  l e v e l  6 1
a n d  t h e n  g o t  b o r e d .

T h a n k s  t o  D e a n  C h a d w i c k  f o r  t h e s e  t w o  t i p s
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Here's some more from Philip Murphy (see the Pothole
Pete solution)

D R A C O N U S :  Go to a room which has a Morph
slab with h a rat running across it. Leave the rat to drain
your ener*r. and as he is almost about to touch you to
drain your last drop of energy, pull down on the joystick
so that you will turn into a frognewt. When you return
back Into Frognum your energy level will be flat but you
will s till be able to k ill everything without being k illed
yourself. You can now walk through all the nasties -
except the Tyrant Beast!

Z O R R O :  This  might, help with Eric Foley's prob-
lem. don't collect the bags of money (just in case)
because if  you get k illed in the jail you will be thrown
back down into the graveyard. Forget about the short-
cut. with the barrels. Go up through the ladder beside
the icons and carry on the game the way Stephen
Garbett explained in Issue 43.

P O L E  P O S I T I O N :  If you are having trouble
with fi nishing the 8 laps because of the corners in the
road coming too fast put a book or weight on the space
bar and everything will slow down. This tip also works
on many other games!

In return Philip needs H E L P  on R O C K F O R D
where he Is completely stuck on the 9th screen (the first
of the cowboy screens). Apparently they leave you 6
c oins  s hort  W h a t ' s  t he ans wer?

HELP WANTED
Paul Cole of  Stanhope. Ashford has fi nished ALTERNATE

REALI TY - THE DUNGEON.  but  is ext remely  f rus t rated by the
fact that  he st ill does not k now the Gargoyle's name. Can
anyone help him?
Darren Chenery wants putting out of misery with some help

on playing E.T. PHONE HOME and BATTLEZONE.
And of  course there are lots more folks want ing help on all

sorts of  games, so if  there Is something you have discovered
that  hasn't  yet appeared in The Tips ter column send it  in to
help others out.

Send your hints, tips. maps and solutions to

THE T IPSTER
N EW ATARI USER

P-0. BO X 54, STAFFORD, ST 16  1DR

A TIPSIER EXCLUSIVE!
Every reader sending in a NEW hint ,
t ip,  cheat or map will receive THE
TIPSTER's unique badge, whether the
c ont ribut ion is used or not. The only
qualifi cat ion is that the t ip must not
have been used before in this  column
(ripping pages out of old Atari User
mags doesn't count either).  Please
note that we cannot indicate whether your hint  or t ip will appear in a
future Issue- it  might .  it  might  not - depends what The Tips ter had for
dinner when he comes to type up the column.
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If you own an Atari ST. then you will not want to miss
the FREE Atari ST Product Guide from Silica Shop. This
49 page, full colour guide is packed with details of
peripherals, accessories, books and software for the
Atari ST range of computers. In fact, the 1990 Atari ST
Product Guide is the most comprehensive product
handbook available for Atari ST owners. Not only does
the Product Guide provide an invaluable source of in-
formation to Atari ST computer users, it is available ab-
solutely FREE OF CHARGE! Just complete and return
the coupon below for your FREE COPY! In addition
to ALL Atari hardware, the range of products featured
in the catalogue includes:
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68000 Processor General Computing
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Communications Databases D e s k t o p  Publishing
Education/Childs Mu s i c  P r o g r a m m i n g
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our word for it Complete and return the coupon tor our latest
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puter for one of two reasons: en-
t ert ainment  and a hobby or to use

in mak ing rout ine tasks easier. There is a
third reason. because everybody else has
one, but  people who buy  one because of
this  generally  are the ones who bought  a
mic rowave and s t ill use it  just  to boil
water for their ins tant  coffee eight
mont hs  later.  Some technological wizards
In this  class even advance so far as to
use the clock to t ime the cookies they are
bak ing in the convent ional oven, but  they
are few and far between.
The computer's  abilit y  to make labor-

ious tasks so muc h s impler and speedier
is one of  its major accomplishments .  I f
you have a large collect ion of  v irtually
any thing.  a computer will become indis -
pensable after you t ry  it f or record keep-
ing. Mus ic ians  are discovering what  an
ST will do to s implif y  t heir lives and even
give t hem addit ional means  of self-ex-
pression. Writ ers  who used to use a type-
writ er wonder how any thing ever got cre-
ated given all the l imit at ions  they now
realize it  has compared to a computer.
Business would come to a v irt ual s tand-
st ill today if  deprived of  them.
It is hard to believe that  we are jus t  at

the beginning of the many  marvellous
things  the home computer wil l  prov ide
people wit h in the coming years. As a
mat t er of fact, i f  technolow,
,  p e r t a i n i n g  
t o
computers  cont inues  to accelerate at a
greater pace every day as it  has been
doing for the past few years. even science
fi ct ion writ ers  wil l be unable to predic t
what  these elect ronic  bean counters  will
be capable of  50 years f rom now.

IT'S SUPPOSED TO
DO EVERYTHING

Given all this,  why  does the computer I
have prov ided wit h a home not fulfi l all
my expectat ions? I didn' t  buy  an Atari to
enable the Tramiel family  to purchase
more things  to win the contest that  de-
clares 'The boys wit h the most  toys win'.  I
bought  the miserable t hing to make my
life easier.  I  took it  home,  set it  up
according to the ins t ruc t ions  in the
manuals  and only  then discovered I
might  as well devote half  my remaining
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a story
by

Gordon F. Hooper
life-span to learning how to force it  to
make my life easier and increase my  lei-
sure hours.  Except that  all my  leisure
hours  in the foreseeable future would be
spent. t ry ing to mas ter a collect ion of  sili-
con and integrated c ircuits  that  doesn't
have an iota of conscience.
Finally  I realized this  machine wasn't

like a v ac uum c leaner where you could
read the ins t ruc t ions ,  experiment  for ten
minutes  and then suck up all the dirt
wi t h in range of  the extension cord. My
dirt y  magazines and videos excepted, of
course. No. t his  malignant  mons ter I had
brought  home of my own free wil l  was
going to demand my  work ing hours  plus
whatever t ime remained in a 24 hour
period. Whenever I decide that  I 'm not
required to learn every ins ignifi cant  de-
tail of  the computer.  I might  be able to fi t
some s leeping l ime into the day. The
problem is that  the miserable machine
int rigues  me and I want  to learn every-
thing I can about  it. Believe me, you have
to be a masochis t  to want  to know that
POKE 65.0 t urns  off I /O noise.

ERROR? WHAT
DOES THAT MEAN?

Today I was us ing a word processing
program to write this  art ic le. I hooted it
up and got an error 140. l immin .  Never
saw that one before. A quick  check of my
manual reveals "Serial Frame Error - Bit
7 of  SKSTAT in the POKEY chip is set.
This  means that  c ommunic at ion f rom the
device to the computer is garbled. This  is
a very rare error and it  is fatal." Fatal?
What  the hell does that  mean? Whatever
it means,  the word 'fatal' brings  to mind
that  somewhere along the line this  is
going to cost me money I was going to
spend on something frivolous, like food.
The manual  then goes on to say (when I
get enough courage to read further),  "I f  it

alb

occurs more than once, have your device
or computer checked". I t  occurred f our
times, because I didn' t  believe it  the fi rst
three t imes. Now I do. "You can also
remove the peripherals  one at a t ime to
Isolate the problem".  Great  idea. Maybe
I'll t race it t o the hard drive that  relieved
me of  6999.99 iplus  tax and extended
warranty ) yesterday.
But God takes pity  on me. She (the ol'

Gordo ain't  no chauvinis t ,  ladies) leads
me to discover that one of my cables is
k inked and s t raightening it  out  solves
the problem.  Too bad I can't  s t raighten
out  my dis turbed mind as easily, t hen I
wouldn' t  have to be apologis ing to
females all the t ime. The only  problem
left now is I 'm so shook up that  me and a
bot t le of  vodka are going to have a heart -
felt meet ing,  so there will be no more
wri t ing today. See what  I mean? I l l  s t ill
had my  typewriter,  this  art ic le would be
in the mail and I could have started typ-
ing something that  would pay real
money, like blackmail let ters or tele-
liangelism speeches.

HOW DO YOU
STOP THE THING?

A f riend of mine who works  as a
machinis t  now uses a computerized lathe
to fabricate air nozzles for use in the
navy. I t  can machine tolerances a lit t le
more accurately and at a faster speed
than he used to be able to do manually .
No problem here, you say? Sounds  like it
made an improvement? Maybe so, except
he had to take a s ix -month t raining
course to learn how to operate a c ompu-
ter and how to program it. Now he goes
to work ,  writes  a program to manufac -
ture the nozzles to the required dimen-
sions, loads the lathe with the tools re-
quired,  watches the machine to make
sure there are no snafus and then goes
to the garbage can to pick out  the com-
pleted nozzles so he can de-burr them.
Nobody can fi gure out  how to stop the
computer f rom dumping fi nished produc t
along wit h the waste or to fi nish the job. I
get the feeling if  he had spent all that
t ime Just work ing on a lathe mak ing noz-
zles, the navy would have t hem coming
out  of  their y in-yang by now.



WH A T IF  TH E Y
TA K E OVER?

The next major  advancement  in compu
ters is likely  to be art ifi c ial intelligence.
Now that  s a t ruly  f rightening thought ,
because when you cons ider how fast
these things  progress. we II probably
have Al in home computers  in the fairly
near future.  Our  computers  now are as
s tupid as the Chilean government  spoke-
sman who explained we should s t ill eat
their f ruit  because it  was only  s light ly
contaminated wit h cyanide. Today they
only  lock up.  or crash, or s imply  send
our  most import ant  fl ies to the mun-
chk ins  in the land of  Oz. Can you im
agine what  a c omput er wit h Al wil l  do
wit h the program you ve worked on for
six mont hs ? You k now it wi l l  use its
creat iv ity to ensure that  the novel you vc
been typing for the last year couldn I be
retrieved by the latest version of  the Cray
Supercomputer.
Try  to t hink ,  wit hout  break ing into

tears, what  it  wil l  do wit h all that  infor-
mat ion you d rat her the IRS was a lit t le
hazy on.  You can bet your last byte of
RAM it  wil l  fi gure a way to zip it  out
t hrough y our modem to the Feds. You
won I k now any thing about  it  unt i l  the
long-dis tance bill arrives, personally  deli-
vered by the guy wit h a pair of  cuffs
who s going to escort you to your new
home for the next ten years, less t ime off
for good behav iour.  Try  to remember be-
fore you leave that  while it may  have
art ifi c ial intelligence,  you as a human
have the real thing.  plus  the hands  to
shove a st ick of  dynamite up its serial
port !  What  makes  that  even sweeter is
the mind-sav ing sense of  irony that
allows you to enloy doing it

GOT A MATCH?

It t urns  out  that ,  as in most  human
endeavours.  the things  you do to save
t ime ac tually  do save it .  except they open
up so many  new possibilit ies that  you
end up wit h less t ime than you started
with.  But  then,  of  course. you can always
light  the dynamite!

DISK BONUS
O L D E
G O L D
A graphic arcade adventure

in machine code by Bill Halsall

Slip back in time to days of old when knights were bold and ladies
had to be won. In  this graphic adventure trilogy your quest is
to prove yourself by returning the gold to the mantelpiece then
claiming your bride.
Your task will not be easy. Nasty dragons and other beasties will

bar your way. The good news is you can reincarnate yourself. The
bad news is so can the baddies!
Are you up to it? Can you unravel the puzzles? Can you recover

the treasure? What is the secret of the yellow door? Do you really
want to get married anyway?

All this and more will be revealed by plugging in a joystick and
booting up Side 2  of  the issue disk! Playing instructions and
cryptic clues are provided on screen. Bon voyage!

This excellent adventure is the BONUS on the Issue 46 disk.
Disk subscribers will receive their disk with this Issue but
other readers may purchase the Issue disk separately for
£2.95. Use the order form on page 54 or  write to PAGE 6,
P.O. Box 54, Stafford, ST16 1TB. Telephone orders by credit
card accepted on 0785 213928
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XL/XE PROGRAMMING

id you type in GUESS AND COUNT f rom Issue 44?
Well I did and it  t urned out  to be a very nice program.
My  children also enjoyed it ,  but  were arguing a lot.

accusing each other of taking too muc h t ime to enter their
words,  This  is caused by the program of fering the players the
poss ibility  to take as muc h t ime as they want  to enter words.  It
means  you can keep your opponent  wait ing for hours,  while
you can do as muc h t hink ing as you like.
The cause of  the problem is the INPUT statement  in Atari

Basic which causes the program to stop unt i l  input  f rom the
keyboard is received. I dec ided to t hink  about  creat ing an
alternat ive method for the INPI rrs tatement ,  whic h should be
able to bui ld in a certain t ime l imit  in Guess and Count  and
s imilar programs.  Alt hough I t ried to create such a rout ine
before, I never succeeded. All my  at tempts  failed, always fi nd-
ing that  it  was was absolutely  imposs ible us ing INPUT or GET.
These statements arc jus t  not  usable for the aim I had, be-
cause they cause the computer to wait  for an expression to be
entered (INPUT) or a key to be pressed (GET). Dur ing this
period the computer cannot  execute other rout ines  in Basic,
for example running a c ount down while the players enter
words.
There are some Basic programs  us ing a countdown rout ine.

like COMPUTER COUNTDOWN in ATARI USER No. 8 (Decem-
ber 1985) but  none of  these programs  sat isfied me, because
they are easy to cheat while play ing and in fact they do not  use
the c ount down rout ine while the player enters a word.
Alt er a lot  of t hink ing I fi nally  found a rat her s imple solut ion.

whic h anyone can unders tand and bui ld into their own Basic
programs.

THE SOLUTION - ADDRESS 764!
This  address holds a number  which is the code of  the last  key

pressed. I f  no key is  pressed, the code is 255.  This  can be
easily used in a Basic  program - as long as no key is pressed, it
is possible to have your program execute a certain task but  as
soon as a key is pressed, whic h can be not iced wit h
PEEK(764),  t his  task can be interrupted for a short  while.
As far as this  goes, it  is no news for most  Basic programmers

alt hough there is a problem to solve if  you want  to use 764 for
detect ing specific keys. The code in locat ion 764 is not  the
ATASCII  code, nor  the INTERNAL code of  the key pressed! I t  is
the keyboardcode. whic h is used by the keyboard-handler in
the int ernal part  of  your Atari.  Before we go any f urt her check
out  the table of  keyboardcodes shown.
If you want  to check the codes for yourself  they are easy to

fi nd if  you type the following line in the direct  mode of Basic

FCR X =0  TO 1 0 0 0 0  : P RI NT PEEK (7 64) : NE X T X

After you press RETURN you wi l l  sec the keyboard code
appear on your screen each t ime you hit  a key.
You wi l l  not ice two remarkable things - some codes don I. exist

(e.g. 3. 4 etc.) and there is no way to convert  these codes into
ATASCI1 or  INTERNAL codes.
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ALTERNATIVE INPUT
John van der Spoel
explains how to get

keyboard input
without stopping

your program

SOLVING THE PROBLEM

1

The second of  the above problems is the major one. How to
solve this? How can a Basic programmer make use of  these
codes? There had to be a way and af ter some thought  it  t urned
out  there was one!
I got the idea to POKE the INTERNAL codes of each key in a

free part  of  memory.  Locat ion 1536 and following (that  Is page
6) is suitable for this  alt hough other locat ions can be used if
the area of  memory  is protected or the rout ine could be
adapted to place the codes in an array  or string. The codes
have to inserted in exactly the same order as the 64 codes of
the keyboard code table, so address 1536 holds  44 (that  is the
let ter L), address 1537 holds 42 (that  is the let ter J), and so
on. The code of  the last let ter (A=code 63) is placed in address
1599.
If now you use PEEK(764),  take the contents of this address

and add 1536 to this,  you wil l  fi nd the number of  the address
where the INTERNAL code of  the las t  key pressed is  stored! For
example.  i f  you press the let ter P. the number 10 is stored in
address 764. Add 1536 to 10 and this  (1546) is the address
where you fi nd the INTERNAL code for the let ter P - 48!

HOW TO USE THIS
IN A PROGRAM?

Take a look at Lis t ing 1 - the demo program.
A FOR-NEXT loop is checked if  a key is pressed by PEEKing

locat ion 764. This  loop is nested in a countdown loop, so while
the countdown runs ,  the program cheeks whether a key is
pressed or not. I f  so, t he program jumps  to a subrout ine in line
200,  whic h looks at whic h key was pressed. Af ter this  the
INTERNAL code of  this key is  POKEd direct ly  to the screen-
memory,  so it  is immediately  vis ible on the screen. Once done
the program returns  to t l ie countdown rout ine.
All this  happens  so quick ly  each t ime a key is pressed, t hat

you wil l  hardly  not ice the countdown has stopped for a frac-
t ion of  a second. The demo program also contains sound
rout ines  and a rout ine to t rap faulty  keys, such as numbers
etc.
The c ount down values (in INTERNAL codes) are jus t  as well

direct ly  POKEd into the screen-memory,  that  is address 40000
to 40959 in Graphics  0 (this happens in lines 60 and 80).



ADDING TH IS  RO UTINE
TO GUESS AND COUNT
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E l
RV
LR
HG
EC
DZ
EO
NW
YP

YY

OS

I T

VP
00
SO
OZ
ME
VJ
LR
VS
FM
DR
MU
RD

NJ

ZE
DJ

SO
LU

ZH
PC

UV

HP

SF

E I  1  R E M
BB 2  R E M  *  M O D I F I C A T I O N S  FO R  *
UU 3  RE M  *  G U E S S  a n d  CO UNT *
I V  4  R E M  *  b y  J o h n  v a n  d e r  S p o o l  *
EC 5  R E M  *    *
OZ 6  RE M  *  NE W A T A R I  US E R O C T O B E R  ' 9 8  *
EO 7  R E M
MN 8  R E M
ZR 4 0 0  P O S I T I O N  2 , 1 9 : 7  " P l a y e r  " : P L
-
1 1 ; "  -

TURN N o . " ; T : A P O S I T I o N  2 9 , 1 9 : ?  " T I M E
91

G I  4 4 8  P O S I T I O N  2 , 2 1 : ?  • I r .
AS 4 5 8  GOSUB 2 1 8 0
SR 4 6 0  FO R  r = t  T O  5 : L = P E E K ( 4 8 8 4 1 + 1 ) 4 1 2 1 0 5

( I , I ) = C H R 5 ( L ) : N E X T  I
VC 5 8 0  Y = Y + 2 : P O S I T I O N  2 , 2 1 :
1  "  W R O N G  
I I I

":G O SUB 6 0 : G 0 5 U 5  1 5 8 : P 0 S I T I O N
2 , 2 1 :
1  
E R
5 :
G O
T O  
4
0
0

OY 6 3 0  P O S I T I O N  2 , 2 1 : ?  "  NO T FO UND I ' l
" : : ' ,  4 5 : G O 5 U B  6 0 : 6 0 5 U 6  1 4 0 : G O S UO  6 8 : G O
SUB 1 5 0

UM 1 6 5 8  GOSUB 2 0 0 8 : G O T O  1 3 3 8
V I  2 0 0 8  R E M  K E Y B O A R D  CO DE S
JG 2 0 1 0  RE S TO RE  2 0 3 0
UB 2 8 2 8  FO R  K = 1 5 3 6  Y O  L B ' S : R E A D  L i P O K E  K ,

LsNENT K
DR 2 0 3 0  D A TA  4 4 , 4 2 , 0 , 0 , 8 , 4 3 , 0 , 0 , 4 7 , 0 , 4 8 , 5

3 . 0 . 4 1 , 0 , 0 , 5 4 , 0 , 3 5 , 0 . 8 , 3 4 , 5 5 , 5 5 , 8 , 8 , 0 ,
0 , 0 , 0 , 0 , 0 , 0 , 0 , 8 , 4 6 , 0 , 4 5 , 8 , 0 , 5 0 , 0

ZN 2 0 4 8  D A TA  3 7 , 5 7 , 0 , 5 2 , 5 5 , 4 9 , 0 , 0 , 8 , 0 , 0 , 0
, 0 . 0 , 3 8 , 4 0 , 3 6 , 0 , 0 J 3 9 , 5 1 , 3 3

AP 2 0 5 8  RE TURN
MM 2 1 e e  RE M  CO UNTDO W N I N P U T  R O U TI N E
FM 2 1 1 0  P O KE  7 6 4 , 2 5 5 : L = 0
NO 2 1 2 0  FO R  C = 2 4  T O  1 6  S TE P  - 1 : S O U N D  0 , 5 0

4 C * 2 , 1 8 , 1 8 s P O K E  4 0 7 9 6 , C : S O U N D  0 , 0 , 0 , 8
MK 2 1 3 0  FO R  I = 1  T O  G O : I F  P E E K C 7 6 4 2 0 2 5 5  I

HEN GOSUB 2 5 0 8
FE 2 1 4 8  I F  1 = 5  TH E N  P O P  : G O TO  4 6 0
GM 2 1 5 8  N E X T I : N E X T  Cs G O TO  2 6 0 8
FP 2 5 0 0  I F  P E E K ( 1 5 3 6 4 - P E E K 1 7 6 4 » = e  TH E N  P O

s I T I O N  2 4 , 2 1 : ?  “  WRONG KE Y  ' " : P O K E  7 6
4 , 2 5 5 s RE TURN

GU 2 5 1 8  S O UND 1 , 2 0 , 1 0 , 1 0 : P O K E  4 0 8 4 2
4
1 - P E E

K(1 5 3 6 # P E E KC7 6 4 3 l s L = L + 1 1 P O K (  7 6 4 , 2 5 5 ! P
O S I TI O N 2 4 , 2 1 :
- ,  
E R 5 C 1 , 1
3 2 ;

YD 2 5 2 8  S O UND 1 , 0 , 8 , 8 : R E T U R N
GE 2 6 8 0  RE M  T I M E  U P
XJ 2 6 1 0  P O S I T I O N  2 , 2 1 s ?  •  Y O U R  T I M E  1 5  U P

I ggr 's s 8 5 =1 :1 5 :1 1 1 5 C2 , 5 )="* * * * " :G O S UB S A G O
SUB 1 4 8 ; G O S UB 6 0 : G O TO  4 7 8

40 R E M

50 P O KE
6 0  FO R  C = 2 3
70 S O UND
80 P O KE
90 S O UND
1 8 0  FO R
1 1 0  I F  p E E K ( 7 6 4 ) 0 2 5 5
1 2 8  I F  L = 5
1 3 0  N E X T
148  N E X T
1 5 0  G O TO
2 8 0  R E M

2 1 0  I F  P E E K C 1 5 3 6 4
,
P E E K ( 7 6 4 ) ) = 8
I TX O N 2 , 8 7
2 5 5 :RE TURN
2 2 0  S O UND
2 3 0  P O KE
1=L+1sP O KE
N
3 8 0  R E M
I l e  P O S I T I O N
E 7 5 2 , 0 ! E N D
408  R E M
4 1 0  P O S I T I O N
":P O KE  7 5 2 , 0 : E N D
2 0 0 0 0  R E M

2 0 0 1 0  D A TA
5 3 , 8 , 4 1 , 0 , 0 , 5 4 , 8 , 3 5 , 0 , 8 , 3 4 , 5 6 , 5 8 , 0 , 8 ,
0, 8 , 0 , 0 , 0 p 0 , 0 , 0 , 0 , 4 6 , 8 , 4 5 , 0 , 8 , 5
8
,
0

2 8 8 7 0  D A TA
8 , 8 , 0 , 3 8 , 4 0 , 3 6 , 8 , 0 , 3 9 , 5 1 , 3 3

•

= 16

E l
RV
LR
HG
EC
DZ
EO
NW
YP

YY

OS

I T

VP
00
SO
OZ
ME
VJ
LR
VS
FM
DR
MU
RD

NJ

ZE
DJ

SO
LU

ZH
PC

UV

HP

SF

33 = SPACE

1 R E M
7 R E M  *  I N P U T  &  COUNTDOWN R O U TI N E  *
3 R E M  *  b y  *
4 R E M  *  J o h n  v a n  d e r  S p o o l  *
5 R E M  *    *
6 R E M  *  NE W A T A R I  US E R O C T O B E R  I 9 0  *
7 R E M
8 R E M
10 P O KE  7 5 2 , 1 1 ?  " K " : ?  : ?  " E N T E R  5  L E T T
ER5 I N  8  S E CO NDS  ! " : P O K E  4 0 2 8 2 , 1 2 8
20 R E M  E N T E
.  
K u a l o a
a o -
c a p E s  
I
N  
P A
G E  
•

THI S  TA K E S  1  S E CO ND
38 FO R  K = I 5 3 6  T O  1 5 9 9 : R E A D  Ls P O KE  K . L :
NEXT X
40 R E M

50 P O KE
6 0  FO R  C = 2 3
70 S O UND
80 P O KE
90 S O UND
1 8 0  FO R
1 1 0  I F  p E E K ( 7 6 4 ) 0 2 5 5
1 2 8  I F  L = 5
1 3 0  N E X T
148  N E X T
1 5 0  G O TO
2 8 0  R E M

2 1 0  I F  P E E K C 1 5 3 6 4
,
P E E K ( 7 6 4 ) ) = 8
I TX O N 2 , 8 7
2 5 5 :RE TURN
2 2 0  S O UND
2 3 0  P O KE
1=L+1sP O KE
N
3 8 0  R E M
I l e  P O S I T I O N
E 7 5 2 , 0 ! E N D
408  R E M
4 1 0  P O S I T I O N
":P O KE  7 5 2 , 0 : E N D
2 0 0 0 0  R E M

2 0 0 1 0  D A TA
5 3 , 8 , 4 1 , 0 , 0 , 5 4 , 8 , 3 5 , 0 , 8 , 3 4 , 5 6 , 5 8 , 0 , 8 ,
0, 8 , 0 , 0 , 0 p 0 , 0 , 0 , 0 , 4 6 , 8 , 4 5 , 0 , 8 , 5
8
,
0

2 8 8 7 0  D A TA
8 , 8 , 0 , 3 8 , 4 0 , 3 6 , 8 , 0 , 3 9 , 5 1 , 3 3

I NP UT R O U TI N E  I N  -
L O O P7 6 4 , 2 5 5 : L = 8

TO 1 6  S TE P  -
10 , 5 0 . 1 . c * 2 , 1 8 . 1 8

4 0 1 8 1 , C
8 , 0 , 0 , 0

I = 1  T O  9 0
THEN G O SUB 2 6 0

THEN 3 8 8
1
C
4 8 0
POKE CHARACT '  I N  S C R E E N
-
R A M
AND T E S T  I F  R I G H T  K E Y  I S  H I T

THEN P O S
"WRONG I N P U T  ! ! " ; P O K E  7 6 4 ,

1 , 2 0 , 1 8 , 1 0
4 0 2 8 2 4 . 1 _ , P E E K( 1 5 3 6 . P E E KC7 6 4 ) ) :

7 6 4 , 2 5 5 : 5 O U N D  1 , 0 , 8 , 8 t R E T U R

WELL DO NE  -  MESSAG E
2 , 8 : 7  " H E L L  DO NE  I ! ! " ; P O K

TI ME I S  U P  -  MESSAG E
2 , 8 s
1  
" Y
O
U
R  
T
I
M
E  
I
S  
U
P  
!
I

USED I N  LO CATI O N 7 6 4
4 4 , 4 2 , 8 , 8 , 8 , 4 3 , 8 , 0 , 4 7 , 0 , 4 8 ,

3 7 , 5 7 , 0 , 5 2 , 5 5 . 4 9 , 0 , 0 , 8 , 0 , 8 ,

= C 35

0 = 16 = V 33 = SPACE 49 =
1 17 = 34 = 50 = 0
2 = 18 = C 35 = N 51 =7
3 = 19 = 36 = 52=
4 = 20 = 37 = M 53=8
5 = K 21 = B 38 = / 54 =
6 = + 22 = X 39 = INV 55 = >

= 23 = Z 40 = R 56= F
8 = 0 24 = 4 41 = 57= H
9 = 25 = 42 = E 58= D

10 = P 26 = 3 43 = 59 =
11 27 = 6 44 = TAB 60 =CAPS
12 = RET 28 = ESC 45 = T 61 = G
13 = 1 29 = 5 46 = W 62 = S
14 = - 30 = 2 47 = 63 = A
15 = = 31 =1 48 = 9 64=

Wit h this  rout ine built  in,  Guess and Count  is muc h more
challenging.  Take a look  at Lis t ing 2 for the changes to be
made.
You wil l  not ice it  is not  possible to use the backspace key.

This  wil l force you to avoid mistakes,  whic h increases the joy
of  the game.

also changed line 630, whic h now wil l give you the correct
word if  you did not  succeed to guess It wit hin 5 turns.

I hope other readers will be pleased wit h this  inf ormat ion and
wil l  be able to incorporate the rout ine into t heir own programs
and make more challenging games available for us all.

J ohn van der Spoel

KEYBOARD CODES IN LOCATION 764
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TURBO BASIC

EX 1.  R E M
I E  2  R E M  U  T H E  A L L E N  DEMOS -  1
S i  3  R E M  U  ( r e q u i r e s  TURBO  B A S I C )  U
HII 4  R E M  #
KZ 5  R E M  SI NE W A T A R I  U S E R  o c T o p E R  ' 9 0  U
FC 6  R E M
NM 7  R E M
V I  8  R E M
NO 9  R E M
OP 1 0  G RAP HI CS  2 4 : P O K E  7 1 0 , 6 : P O K E  7 0 9 , 8 : P

ONE 7 1 2 , 1 1 2
UE 2 8  1 = 4 8 : 1 1 = 1 0 : 1 2 = 2 0 : 1 3 = 3 0 : L S = 9 : G = 8
GU 1 8  FO R  Y 1 = 1 5  T O  1 3 5  S T E P
TO 4 0  F O R  Z = 1 7  T O  2 5 7  S T E P
OX 5 8  I F  G = 4  T H E N  E X E C S L I M E S
MY 6 8  E X E C  L I N E S
HS 7 8  N E X T  Z
SS 8 0  N E X T V i : R R u s E  6 8
DW / 0  F O R  Y 1 = 1 3 5  T O  1 5  S TE P
CP 1 0 0  F O R  1 = 2 5 7  T O  1 7  S T E P  - L
OZ 1 1 8  I F  N O T G = 8  TH E N  E X E C BO X
HU 1 2 0  N E X T  Z
PS 1 3 0  N E X T  V I : R E M  P AUS E  1 0 0
PR 1 4 0  FO R  Y 1 = 1 5  T O  1 3 5  S T E P  L
DI  1 5 8  F O R  Z = 1 7  T O  2 5 7  S TE P  1
MG 1 6 0  E X E C  S L I M E S
I F  1 7 8  N E X T  Z
NZ 1 8 8  N E X T V I  :PAUSE 5 0
AY 1 5 0  G = G - 4 : I F  N O T  G ( 4  T H E N  G O TO  3 8
UG 2 1 0  P AUS E  4 8 0 : R U N  "D I DE M O 2 . .
SV 2 2 0  P RO C L I N E S
S i  2 3 8  F O R  X = 8  T O  I  S TE P  G
WL 2 4 8  C O L O R  I : P L O T  Z. I . X , Y 1 :DRAWTO  Z e t

J Y . L
.
F L
-
R : R
L o T  
1 ,
V 1
.
1 1
1 :
D R
A
W T
O  
1
I
-
1
-
X
,
L
f
Y
1

HE 2 5 0  N E X T  X
VW 2 6 8  E NDP RO C
V I  2 7 0  P RO C BO X
BC 2 8 8  F O R  z 1 = 0  T O  L 2
FJ  2 9 0  C O L O R  8 : P L O T  2 1 . 1 2 + L I , V I # L 1 : D R A

WTO Z I t 1
-
1 1 1 , L 3
I
.
V 1

GG 3 8 8  N E X T  Z I
VN 4 1 8  E NDP RO C
NJ 3 2 0  P RO C S L I M E S
I n  3 3 0  F O R  S O = 3  T O  1 2  S TE P  G
HL 3 4 0  C O L O R  1 : P L O T  Z + L 1 e S 1 5 , 1 1
-
1 Y 1 : D R A

WTO Z f L I , W I 5 I I + 1 1
PH 3 5 8  P L O T  Z + 1 5 + 5 8 , 1 3
.
1 1 / 1 : D R A W T O  
1 . L 3

, Y1+L5+513
LZ 3 6 8  N E X T  S B
VZ 3 7 0  E NDP RO C
Z I  1 8 0  R E M  D : P 1
5N 3 9 0  R E M  P r o g r a m  b y  D . P . A l l e n * *
PO 4 0 0  R E M  fi n a l  d e s i g n  i s  n o t * *
XL 4 1 0  R E M  o r i g i n a l * *  •

SAVE A S  0E1101

Three short demos in

Turbo Basic

by D. P. Allen

24 I s s u e  46 • New Atari thief

Here are three nice graphics demos for you to
enjoy. I f  you have a copy of  Turbo Basic, boot
it up and type in each of  the listings. The first
program can be saved with any name but the
second two listings should be saved as DEMO2
and DEM03 respectively since each program
runs the other. Alternatively you can change
the filenames after the RUN command in each
program.

Nothing more to be said really, just sit back
and enjoy!

EX 1  RE M  UTI I I I I TI MI I I I I MI TUUTI MI I I I I I I MU1 1 3
1
#
2
=
1 1
#

JJ 2  R E M  n  T H E  A L L E N  DEMO S -  2  a
S i  3  RE M  U  ( r e q u i r e s  TURBO  B A S I C )  U
/18 4  RE M  U
KZ 5  RE M  U  NE W A T A R I  US E R O CTO BER ,
9 8  #I C  6  R E M
NM 7  RE M
WE 8  RE M
MO 9  RE M
UN 1 8  M 1 = 3 0 : M 2 = M 1 * 2 : M 3 = M 1 * 3 : M 4 = 1 1 1 *
4SN 2 0  G RAP HI CS  2 4 : P O K E  7 0 9 , 1 3 8 : P O K E  7 1 2 , 1

2 8 :P O KE  7 1 0 , 1 2 8 : C O L O R  1 : P = 0 : S T = 3
HY 3 0
TO 4 0  FO R  Y = 0  T O  1 2 0  S TE P  M 2
KV 5 0  F O R  X = 1 8  T O  2 5 8  S T E P  M 2
GP 6 0  F O R  Z = 0  T O  1 5  S TE P  S T
GH 7 0  E X E C  DRAW
L I  8 0  N E X T  Z : N E N T  X TN E X T V
KS 9 0  P AUS E  2 0 0 : R U N  " D : D E M 0 3 "
I I  9 2
DR 1 8 0  P RO C DRAM
RW 1 1 0  P L O T  X f P , Y + K I : D R A N T O  N 4 Z , Y 4 Z : D R A

WTO X . / M I , V + P
RM 1 2 8  D R A W T O  X 4 4 1 2 - 2 , V + Z: DR4 W TO  X f P 1 2 , V .

Ni
C I  1 3 0  D R A W T O  1 1 4 M 2 - Z , Y * M 2
-
2 : D R A W T O  W f M 1

, V . M 2
I N  1 4 0  D R A W T O  X . P f Z / V . M 2
-
2 : D R A M T O  
1 4 + 1 I , V

+1.41
VT 1 5 0  E NDP RO C
ZO 1 6 0  RE M  D : P 2

SAVE A S  DE MO 2
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OPTICAL
EFFECTS



E X
J J
S J
1019
X i
VC
NM
Pim
NO
fl y
AM

G I
YE
MK
i i
SX
Lt1

I E
UZ
AR
BA
OH
I4G
AT
I G
PE
WO
PG
JC

S y
PR

EZ
KO
OK
PO
w0
JA
I X
AS

CL

ED
1.
1
1
1

OY
GM

TE
MT
KV
OK
Gil
t/ 0
OV
GP
OD
US
OW
FO
YM 4 8 0  - H O V E  L I , L E M , 4 0
VT  4 5 8  - M O V E  L I , L 2 , 3 9 4 0
ON 5 0 0  - M O V E  L E M , L T , 4 0
LO 5 1 0  1 0 = N i - 1 : I F  N = 8  T H E N  E X I T
Cu 5 2 0  L O O P
AR  5 3 8  N = 0 : E N D P R O C
PA 5 4 0
OX 5 5 8  G R A P H I C S  0 : P O K E  7 5 2 . 1 : P O K E  7 1 0 , 0 P

OKE 7 8 9 , 1 5 : D I M  A S ( 1 )
US 5 5 1  F O R  W = 1  T O  3 2 : R E A D  A S
CG 5 6 0  P O S I T I O N  1 4 1 4 , 1 0 :1  O S : N E X T  1 4 :P AU 5

E 2 8
i f
-  
5
6
2  
F
O
R  
T
M
=
I
5  
T
O  
0  
S
T
E
P  
-
1
:
P
O
K
E  
7
0
9
,
T
M

:P AU S E  3 : N E M T  T M
RZ s 7 e  D A T A  P , I , e , a , 5 , e „ W , a , i , t „ W , h , i

, I , e ,  , D , r , a , w , i , n , g „ D . e , s , i , g , n
QG s a e  G O T O  2 0
M I  5 9 0  R E M  i fi e * . A t a r i g i o
.
w w w *
MK 6 8 8  R E M  * p r o g r a m  d e v i S e a n
F A 6 1 8  R E M  * * b y  D . P . A l l e n * * *

1 R E M
2 R E M  U  T H E  A i  E N  D E M O ' ,  1
3 R E M  I t  t r e q u i r e s  T U R B O  B A S I C )  n
4 R E M  o
5 R E M  ) 2  N E W  A T A R I  U S E R  O C T O BE R  ' 9 0  ) 1
6 R E M
7 R I M
8 R E M  R W A I r V i l i F I C O V I I I
9 R E M

GOTO 5 5 0
2 0  R E M  s e t u p  g r a P h i c
r u  p o i n t e r s  t o  s c r e e n  l i n e s , c o l o u r s
v a r i a b l e s
3 0  G R A P H I C S  1 0 : P O K E  7 7 , 2 5 4
4 0  M E M = D P E E K ( 7 4 3 ) : L E M = O P E E K ( 7 4 3 ) + 8
0 0 05 8  T T = D P E E K ( 8 0 ) : T 2 = T T
4
4 0 : T L = T T E
3 8 0 0

6 0  L I = T T 4
-
3 8 4 0 : 1 2 =
1 T .
4 0 : 1 1 = L I
4
3 8 8 0

7 0  F O R  1 4 0  T O  7 : P O K E  7 0 5 4 X
J
M E G : N E X T  X
8 0  P O K E  7 0 4 , 2 : P X = 4 0 : P Y = 9 6 : 5 = 1 : 0 = 9 : S T =
-0 . 2 : G = 3
9 0
1 8 8  R E M  d r a w  d e s i g n
1 1 0  F O R  P X = 1 0  T O  7 0  S T E P  1 9
1 2 0  F O R  P Y = 4 0  T O  1 5 0  S T E P  5 5
1 3 0  E X E C  D I A
1 4 0  N E X T  P V :1 4 F X 1  P M
1 5 0  F O R  P X = 1 0  T O  6 0  S T E P  1 9
1 6 0  F O R  P V = 6 7  T O  1 2 5  S T E P  5 5
1 7 0  E X E C  D I A
1 8 0  N E X T  P V : N E X T  P M
1 9 0
? e e  R E M  S h i f t  c o l o u r s  t h r o u g h  r e g i s t e r
s &  s c r o l l  t w o  h a l v e s  o f  s c r e e n
2 1 8  n  K O O :F O R  0 = 0  T O  1 5 0 : E X E C  K O L
2 2 0  N E X T  1 1 : 6 = 6 4 R A N D ( 1 5 ) : I F  G ) 2 3 8  T H E N
G =R AN D C / ) + 6
2 3 0  F O R  X = 8  T O  7 : P O K E  7 0 5 4 . X , X 4 G :N E K T  K
2 4 8  E X E C  S C R O L L
2 5 0  G O n  K O O
2 6 0
2 7 0  R E M  d r a w  c o n c e n t r i c  d i a m o n d  S h a p e
2 8 0  P R O C  D I A
2 9 0  F O R  T = 0  T O  S  S T E P  S T :C O L O R  T
3 0 0  T R A P  3 2 0 : P L O T  P M - ( S - T ) , P Y : D R A N
TO P X , P Y - 4 N T 5 - T )
3 1 0  T R A P  3 2 0 :D R A W T O  P X
-
E ( 5
-
T ) , P V : D R

ONTO P X . P V 4 4 1 4 ( S - T ) :D R A W T O  P M - C S - T ) , P Y
3 2 0  N E X T  T
3 3 0  E N D P R O C
34e
3 5 8  R E M  s h i f t  c o l o u r s  t h r o u g h  r e g i 5 t e r

3 6 0  P R O C  K O L
3 7 0  F O R  X = 0  T O  7
3 8 0  P O K E  7 1 3 - X , P E E K ( 7 1 2
-
M )
3 9 8  P O K E  7 0 5 , P E E K C 7 1 3 1
4 0 0  N E X T  X
4 1 0  E N D P R O C
4 2 0
4 3 0  R E M  s c r o l l  6  l i n e s  u p  &  d o w n
4 4 8  P R O C  S C R O L L
4 5 0  D O
4 6 0  M O V E  T T , M E M , 4 0 :M O V E  T 2 , T T , 3 8 2 0
4 7 0  M O V E  M E M , T 1 , 4 0

m o d e , a t t r a c t , m e m o
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Bournemouth & Poole Atari User Group
Publishers of 8:16 the 1.J Ks No. 1 Atari Newsletter

Full of useful articles on the Atari 8 bit / VCS and ST
Subscription - £3.80 per year (4 issues)

RaPAUG meetings first Friday (ileac:4 month at The Kinson
Community Centre, Bournemouth starting at 7prn.

For subscription or more details contact
Ian Brooker, 163 Verity Crescent, Canford Heath,

Poole, Dorset BHP TIX
COME AND MEET US AT AMS4

GRALIN INTERNATIONAL
11 Shillito Road, Parkstonc, Poole, Dorset B I 12 213N

Cheques/Postal Orders only. Orders under /25 please add LI p&p. Overseas
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Atari 8 bit ROM Sets
(No boxes or manuals)
Each set only £14.95

Set 1: Missile Command. Pac Man.
Asteroids, Star Raiders, ET.
Phone Ilome

Set 2: Space Invaders, Galaxiart,
Defender, Qix, Eastern Front

Atari 8 bit ROMs - Boxed
Adventure Creator   £ 1 4 . 9 5
Alphabet Zoo (Age 3-7) E 1 2 . 4 9
Defender   E 4 . 9 9
Delta Drawing (Agc 4 - adult)._ E l 2.49
Pacemaker (Age 4
-
1 2 )    
E 1 2 .
4 9

Grandmas House (Age 4.8)   LI2.49
Missile Command £ 4 . 9 9
PAC MAN £ 4 . 9 9
1
,
1
1
.
0
1
'  
P
r
o
g
r
a
i
n
n
u
n
g  
l
A
n
g
u
a
g
e   
E
1
7
.
5
0

Star Raiders  E 4 . 9 9
Story Machine (4oixtoo only) __El 1,95
SARI Field Service Manuals
520S
-
1' 
£
3
7
.
5
0

400/800/800X1.1130XE 124. 95ea
050 disk drive £ 2 4 . 9 5

Books
Mapping The Atari: Revised  I29.95
Newsroom   E 2 4 . 9 5
Protection Techniques Vol I  1 2 4 . 9 9 .
Protection Techniques Vol 2  L24.95'
Turbocharger   E 2 4 . 9 5 '
Your Atari Comes Alive ..... L24.95"

• Bonk inducks disk

Hardware
1020 Printer Plotter £ 1 9 . 9 5
1200X1, (NISC TV only) E 7 4 . 9 5
IC Spares from.  £ 4 . 5 0
Parrot 11 sound digitizer  E 5 9 . 9 5

(SSAE+Disk for free demo)
RAMRod XI. (Dual OS) .....  L49.95

Controller Card
We can now supply under licence the
Computerhouse UK Controller Card.
XE Version + Toolk it  Set  0 9 . 9 5
XL Version + Toolkit Set  E 5 4 . 9 5

Fitting extra - write for details
Toolkit Set onl •  £ 1 9 . 9 5

Cassettes   . 1 1 . 5 0
Diskettes  £ 2 . 5 0

List available with catalogue

Atari 8 bit Disks
AtariW'riter Plus  £ 9 . 9 5
Cut & Paste (Wordprocessor)..L14.95
Datasoft BASIC Compiler 1 4 . 9 9
Electronic Drummer  E 1 2 . 5 0
Lightspeed C £ 3 9 . 9 5
Kyan PASCAL / 6 2 . 0 0
Music Studio E 1 4 . 9 5
Newsroom DTP E 1 9 . 9 5
Song Writer £ 9 . 9 5
Sons Of Liberty  L 2 9  95
Top Gunner Collection  E 1 9 . 9 5
Visicalc  £ 4 . 9 9
Warship E 1 6 . 9 5
War In Russia   1 2 9 . 9 5

Disks - Games Clearance
14.99 each: Asylum / Aztec / Bishops
Square & Maxwell's Demon / hard
Hat Mack / Hardball / Jeepers
Creepers /Juggler /Juno First! Lapis
Philosophorum / Maltese Chicken
New York City / One on One / Pacific
Coast I lighway / PhantomI  Protector

Quasimodo / Realm of Impossibil-
ity /Richocet / Serpentine / Slime /
Stella Shuttle / Survivor / Ulysses and
the Reece / Zaxxon
15.99 each: Alien Garden / Arkarioid /
Beachhead / Beachhead 11 / Crypt of
the Undead / Cryton Masters / Dodge
Racer / Domain of the Undead /
Dragons Eye / Escape from Vulcan
Isle / Goonies / Hacker / King Arthur,
Heir / Mediator Mercenary I Mission
Asteroids / MOIIICZAIMaS Revenge /
Moon Shuttle / Morloc's Tower / Mr.
Robot and his Robot Factory /
Nightmare / Pole Position / Quest-
probe - Human Torch The Thing /
Rampage / Rescue at Rigel /  Scooter /
Sidewinder / Sky Blazer / Speedway
Blast / Star Cross / Star Warrior!
Super Zaxxon / Tail of the Beta Lyrae
/ Tapper / Tigers in the Snow
Tumblebugs / Up N' Down /Winter
Olympics / Zone X
16.99 each: Ace of Aces / Alternative
Reality - The City / European Super
Soccer / Orge / Questrom / Rescue on
Fractals / Smash Hits 6 / Smash Hits 7
/ Temple of Asphai
18.99 each: Ilollywood /
Infidel / Enxter / Lurking Horror /
Seastalker / Zork

ICD PRODUCT RANGE
Action! with Toolkit  A l t e r n a t i v e  language „„,E39.99
MAC/65 with Toolkit  E x c e l l e n t  assembler E39 .99
P:R: Connection M o d e m  & Printer interface  £49.99
Printer Connection P a r a l l e l  printer interface  £29.99
R-Time 8 R e a l  time clock for SpartaDOS
Rambo XL M e m o r y  Upgrade - No RAM ...•119.99
SpartaDOS X T h e  ultimate 8 bit DOS  £39.99
US Doubler  1 0 5 0  drive enhancement £ 1 4 .9 9
US Doubler with SpartaDOS Construction Set 1 2 9 . 9 9

Atari Writer Plus FREE with all orders over E50
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SUBROUTINES

LINELINE
COUNT
A UTILITY FOR CHECKING
YOUR PROGRAMS

I h a d  t emporarily  run out  of  ideas for the tutorial sub-
rout ine art ic le,  and had decided to more or less evade the
issue and tell you a story instead. The story was to be

designed, like the tutorial art ic les, to teach something as well
as to be enjoyable in its  own right ,  but  t hen I received an
interest ing let ter f rom Mr  P Adams of  Billesley containing a
short.  but  quite complex  subrout ine.  I apologise to h im for
bashing his idea about  a bit  to create this  art ic le.
The art ic les for the Oc tober/November magazine are writ t en

In July  and it  is hot  s ummer weather which tends to reduce
t ime spent  on the computer.  in fact it  reduces my whole
t hink ing processes to a t ropically  s low pace so I am part icular-
ly grateful to Mr  Adams for supply ing the idea,

BASIC LINE STRUCTURE

To unders tand what  is  gong on in the subrout ine itself  it is
necessary to k now a lit t le about  the s t ruc ture of  a tokenised
line of  Basic. Once a line of Basic has been typed into the
computer it is  stored in the computer's  memory  in "tokenised"
form.  that  means  that  the line numbers .  Basic commands  and
so on are all changed into indiv idual bytes in memory .  The
s t ruc ture of  all lines is the same:

Bytes 1 and 2 are the line number  In low byte, high byte
format  - l inenumber=(by t el+256•by t e2).
Byte 3 is the offset f rom the memory  locat ion of byte I  t o
the memory  locat ion of  the s tart  of  the next  line of  Basic.
Byte 4 is  the offset f rom the memory  locat ion of  byte I  to
the start of  the next  Basic statement.  I f  there are several
s tatements  on one line the next Basic s tatement  starts
af ter the fi rst  colon. I f  there is only  one s tatement  on the
line the next Basic  s tatement  s tarts  on the next line and
this offset value is the same as the line offset value.

After these four bytes the program tokens start  - there is a
token for each Basic c ommand and several others  wit h special
purposes that  I wi l l  not  go into here. I f  you wis h to fi nd out
more there is a good descript ion in the book De Re Atari.  I t  is

enough for this  subrout ine to k now that  the fi rst byte af ter
each colon t ha t  is the fi rst byte of  each Basic statement) is like
byte 4 and contains  the offset value between the start  of  the
current  line and the start  of  the next Basic statement.

AN O VERVIEW
OF TH E SUBROUTINE

What  does the subrout ine do? It counts  all the line numbers
in a Basic program and all the Basic statements on each line.
and print s  on the screen as it  goes the sequent ial number.  the
Basic line number and the number of Basic s tatements on the
line. When the screen is full it pauses unt i l  a key is pressed.
When used as a programmers  tool this  is a more convenient
way of  look ing at y our program line numbers  than us ing the
full LIST command.

TH E  DETAILS

Line 30000 - I have started at line number 30000 so as to be
above most  programs wit hout  c lashing wit h the line number-
ing of the Typo checksum program whic h you use to cheek
that  all the lines you type in are correct. This  line init ialises
the variable LINE to zero. LINE wil l  be used to count  the
number  of lines in the program being checked.
L ine 30010 fi nds the address in memory  of the s tart  of  the
Basic s tatement  table (STI3). This  address is stored in low byte,
high byte format  in memory  locat ions 136 and 137.
Line 30020 is the start  of  the outer loop of  the subrout ine.  I t
inc rements  LINE by one on each pass t hrough the loop, t hus
count ing the number of lines in the program.  The outer loop
handles the part  of  the program whic h deals sequent ially  wit h
lines of  the program being analysed. whi le the inner loop deals
wit h the indiv idual Basic statements wi t hin each line.
L ine 30030 - The fi rst  act ion is to fi nd the line number.  NUM.
f rom the fi rst  two bytes of the line. We do not  want  to inc lude
the lines  of  this subrout ine itself, so if  the line number is
30000 (the fi rst line of  the subrout ine) the loop is exited by
going to 30140.  t hus  all line numbers  above 30000 will be
Ignored,
L ine 30040 F i r s t  OFF is set equal to three, ready to start  the
inner loop. This  is the offset f rom the start  of  the line to the
fi rst Basic s tatement  in the line. The counter for the number  of
statements in the line, s r mT is set to zero.
L ine 30050 is the fi rst line of  the inner loop. STMT Is Mere-
tnented by one fur each pass t hrough the loop to count  the
number  of statements in the line.
Line 30060 - FIRSTBYTE is the address of  the start  of  the
Basic s tatement  (OFFset f rom the start  of line address. STB).
L ine 30070 -  looks into FIRSTBYTE to fi nd the offset to the
start  of the next Basic  s tatement  and changes OFF to this  new
value for use during the next pass t hrough the inner loop.



Line 30080  - I f  the value of  OFF is the same as the value
stored in STB+2 then the next Basic  statement  is the fi rst of
the next  line. This  means that  the last  s tatement  of  the current
line has been reached, so the program mus t  exit  the inner loop
and go hack to the outer loop at line 30100.
L ine 30090 is the line that  completes the inner loop and
Jumps back to 30050.
L ine 30100 - For each line in the program whic h IS being
analysed this  line writes  to the screen the line count,  the Basic
line number  and the number of Basic s tatements  in the line. I f
you lArani. a hard copy of this inf ormat ion and have a print er
connected, jus t  change the ? to LP. (or LPRINTI.
L ine 30110 is inserted here to stop the print ing process
described in 30100 when the screen Is full.  Otherwise the
inf ormat ion wil l  pass down the screen too fast to be followed
and can only  be stopped wit h 'CONTROL) I .  This  line causes a
pause every t ime the line number is a mult iple of  22. and then
waits  for a keypress (in the subrout ine at line 30160) before
cont inuing.
L ine 30120 sets STB to the new value for the beginning of the
next l ine of  Basic (offset f rom the previous one by the value In
the t hird byte).
L ine 30130 is thc end of  the outer loop and goes back to
30020.
L ine 30140 is only  reached when the program jumps  out of
the outer loop in line 30030.  I t  just  print s  the total number  of
lines  in the program.  I f  you change the "?" to "LP." here as in
line 30100 above, remember that  inverse characters can cause
problems  on a pr int er - on mine they come out  as italic.
Finally  the END s tatement  separates the main program f rom
the keypress subrout ine which regular readers wil l recognise
I u s e  i t  a  l o t !

MN

UU

PD

EU

MB

RX

PX

NT

Mi

X0

By

ER

0 0

0 0

HR

UN

L I

DM

AN

BJ

ER

GF

X i

I T

v F

AL

2 9 9 9 1  R E M

2 9 9 9 2  R E M  *  T U T O R I A L  S UBRO UTI NE S  *

2 9 9 9 3  R E M  *  *

2 9 9 9 4  R E M  *  B A S I C  L I M E  A N A L Y S I S  *

2 9 9 9 5  R E M  *  b y  *

2 9 9 9 6  R E M  *  I n  F i n l a y s o n  *

2 9 9 9 7  R E M  *  *

2 9 9 9 0  R E M  *  HE M  A T A R I  U S E R  -  O C T  9 0  m

2 9 9 / 9  R E M

01-1.1-1**1*

3 0 0 0 0  L / N E = 0

3 8 0 1 0  S T B = P E E N ( 1 3 6 ) .
-
P E E K ( 1 3 7 ) * 2 5 6
3 0 0 2 0  L I N E = L I N E • 1

3 0 0 3 8  N u m = F E E K ( s T a ) + P E ( K C S I D
-
0
.
1 ) * 2 5 6 : I F

NUM=30000  T H E N  3 0 1 4 0

3 0 0 4 0  O F F = 3 : S T M T = 8

3 0 0 5 0  5 TNT= S TM TAU

3 0 0 6 0  F I R S TB Y TE = S TB + O FF

3 0 0 7 0  O FF= P E E K TFI R S TB Y TE )

3 8 0 0 0  I F  0 F F = P E E K C 5 I B . 2 )  T H E N  3 0 1 0 0

3 0 0 9 0  G O TO  3 0 0 5 8

3 0 1 0 0  Y  " L I M E  " ; L I M E ; "  I S  N  " ; N U M J ”  -

BAS I C S TMMTS  " ; S T M T

3 0 1 1 0  I F  C L I N E / 2 2 2 = I N T m i N E / 2 2 3  T H E N  G

OSUB 3 0 1 6 0

3 0 1 2 0  S TB= 5 TI P I P E E KC5 TB+ 2 )

3 0 1 3 8  G O TO  3 0 0 2 0
36140 I  :? "counmolalal .
" ; L I N E - I3 6 1 5 0  F A D

3 0 1 6 0  O P E N 8 1 1 , 4 , 0 , " K : " : ?  " H I T  A N Y  K E Y

FOR M O R F" : G E T N 1 , K E Y : C L O S E  M 1 : R E 1 U R N

USING THE SUBROUTINE

To use this  subrout ine jus t  LIST it to cassette or disk. Load
up the program you wish to analyze and then ENTER this
subrout ine.  Now type GOTO 30000 (RETURN) and the sub-
rout ine wil l run.  I f  you want  to lus t  give it  a t ry  before going to
the lengths  of analys ing a program,  you can type in a k w
"dummy " lines such as:

10 . ) •  •)• •)• -2
20 ? : ? :
R E M  
e t  
c

... then COTO 30000,

WHAT ABOUT THAT STORY?

Well,  the story i was  going to writ e was about  my  fi rst
experiments  wit h a modem and telecommunicat ion,  I t  is an
area of  comput ing that  int rigues  many  people. but  it  seems to
be part icularly  full of  jargon. so I t hought  that  my  experiences

might  be of interest and help to others. The saga is not  yet
complete, however,  as the "inc redibly  good values modem I
bought  second hand is st ill in the hands  of Pace Mic ro Tech-
nology await ing expensive repairs,  so I wi l l  save the tare for the
next edit ion!
In the meant ime if  you have problems  wit h any of  the sub-

rout ine art ic les, or with other Basic programs writ e wit h a
stamped self  addressed envelope and I wil l  t ry  to help.  I cannot
help wit h assembler or machine code, and I wi l l  probably  not
reply if  you don't  supply  the ret urn postage f o r  the rest of
you my  address is

Ian  l in iayso n ,  6 0  Rounds tone Crescent,
East  Preston, West  Sussex, BN16 1139
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f rom an operat ion,  a f riend lent  me
his Atari and a game called Zork  I by

Infocom. He wanted me to t ry  and map
the maze for him!
I loaded it  up and was  greeted by those

immort al  words:

"West of  House.
You are s tanding in an open fi eld west  of
a whit e house, wi t h a boarded front door.
There is a small mailbox  here."

soon f ound the elvish sword,  the bat
tery-powered brass lantern and the t rap
door; k il led the t roll:  and entered the
Maze:

This is part  of  a maze of  twisty lit t le
passages. all alike."

I later learned that  Crowt her and Woods
had designed the fi rst maze in the origin-
al Adventure in 1976:  'You are in a maze
of twisty  lit t le passages, all alike" was the
original version - they  have a lot to
answer for!
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fi cult  as the Thief  wanders  around
pick ing up some of the items you

use to mark  the rooms! This  sort  of  in-
novat ion was to be Infocom's hal lmark
over the years.
I eventually  fi nished Zork  I and was

delighted to discover f rom the ad bu i l t
Into the end of  the game that  there was a
Zork  II - I was  hooked. I have now com-
pleted 32 of  Infocom's Interact ive Novels
(they are far too good to be jus t  called
Text  Adventures) and sadly. once I have
done the last three whic h are wait ing on
my  shelf, t hat  wil l  be the END!  For,  alas,
Infocom no longer exists!
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bought  infocom• but  never managed
to make any profi t  out  of  it, despite

it aroduc ing graphics  (Zork  Zero, Shogun,
Art hur) and mouse driven adventures
(Journey),  and put t ing the Infocom logo
on RPGs writ t en by other sof tware

28 1 s u e  46 • New Atari User

I
I
'
l
l

 1980 - 1990

AN L
,
1 0 .
7 • =
1 1 .

7 0  I N. : K*1
,

Refir\r'R, I

houses (Batt leTech and Quarterstaf f ).  In
1989 Mediagenic  moved Infocom f rom
Massachusetts to California,  t ak ing with
t hem only a token staff. None of  the ori-
ginal founders  nor any of  the subsequent
big-name writers  went  wit h them.  That
was effectively the end of  Infocom as we
k new and loved it.
Now Mediagenie have formally  writ t en

of f  Infocom for a palt ry  S9 mill ion!
Mediagenie st ill own the name so it  wil l
appear on future produc ts  such as the
imminent  Circuit 's  Edge. but  even the
logo has been changed t h e  real Infocom
is gone forever!
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weird one - who brought  us  gems
like The Hit chhiker's  Guide to the

Galaxy, The Leather Goddesses of Pho-
bos and the he Leather Goddesses of
Phobos and the unforget table robot,
Floyd. in Planet fall and Stat ionfall,  k new
it was  the end when he wrote Zork  Zero.
It is a lit t le dis jointed in places where he
throws  in lots of  t radit ional puzzles as
though he jus t  wants  to squeeze t hem all
in before the end, and it  comes full c irc le
- rounding everything off nicely by ending
wit h the creat ion of that White House
whic h started it  all off.
What  went  wrong? I don't  know - Zork  I

is reputed to have sold a mil l ion copies
and has been referred to as the wor ld
-
s
best-selling entertainment  sof tware pro-
duc t  (N.B. This  was a few years ago -
these days a new Nintendo Mario Bros
can shift  7 mi l l ion cartridges!):  Infocom
have always been hailed as the absolute
best in the world of  text adventures:  in
the mid-eight ies  they were produc ing an
average of five new games a year, I nc lud-
ing the amaz ing Hitchhiker's  Guide to
the Galaxy.
Didn' t  we buy  enough of them? Was

there too muc h compet it ion f rom new-
comers like Magnet ic  Scrolls? Had they
done everything that  was worth doing in
that  style of  game? I don' t  suppose we
wil l  ever Know!
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I suspect most  of  you have rather
more to look forward to t han I

have as you probably  haven't  played
them all yet! But ,  don't  wait  too long,
stocks won' t  last forever and they may
never be reprinted now.
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packaging - early  games came in the
most amaz ing boxes De a d l i n e  was

jus i  like a police file, Suspended was
enormous  as it  contained a full size mask
of a face s tat ing Out at you (the eyes
followed you around the shop unt i l  you
broke down and bought  it!), and Star-
cross came in a fl y ing saucer shaped box'
Sadly these are all now repackaged to the
s tandard book size, but  the contents are
st ill as good as ever, wi t h  maps.  news-
papers, matchboxes,  balloons,  peril-sen-
sit ive sunglasses, scratch n snif f  pads. to
name but  a few!
A f ull lis t  of  Infocom s adventures  is

given in the box. (Plus  f our sets of three,
packaged at bargain prices: The 'Zork
Trilogy.  The Enc hant er Tr i lov ,  The SF
Classics, and the Classic Mystery Library
- get t hem if  you cant)
There were f our Infocom books pub-

lished by Puffi n in 1983.  in the Endless
Ques t / Fight ing Fantasy style:

Tit le

FANTASY

Code Year Level XL ST A u t h o r

Wishbringer ZO 85 I Y Y BM
Zork I Z1 80 S V Y MB+DL+
Zork II 72 81 A V Nt MB+DL+
Zork ill Z3 82 A V Y MB+Dl_
Enchanter Z4 83 S V V MB+DL
Sorceror Z5 84 A V V SM
Spellbreaker 76 85 E Y Y DL
Trinity Z7 86 S N Y BM
Beyond Zork Z8 87 N V BM
ZorkZero Z9 89 N N SM

SCIENCE FIC TION
Starcross Si 82 E V Y DL
Suspended S2 83 E Y Y MSB
Planeffall S3 83 S %if Y SM
H H G to the Galaxy S4 84 S Y V SM+DA
A Mind Forever Voyaging S5 85 A N Y SM
Stationfall S6 87 V Y SM

TA LES OF A D VEN TU R E
Infidel Al 83 A Y Y MSB
Seastalker Kl 84 I Y Y SG+JL
Cutthroats A3 84 S Y Y MSB+JW
Hollywood Hilinx A4 86 S Y Y HDA
Shogun AS 89 N N DL+JC

MYSTERY
Deadline M1 82 E V V MO
Witness M2 83 S Y Y SG
Suspect M3 84 A V Y DL
Ballyhoo M4 86 S V Y JO
Moonm ist M5 86 I V Y SG+JL

COMEDY
Leather Goddesses Cl 86 S Y Y SM
Bureaucracy C2 87 N Y DA+Fred
Nord & Bert' C3 87 N Y JO

OTH ER
Lurking Horror H1 87 V Y DL
Plundered Hearts 111 87 N Y AB
Border Zone El 88 N N MB
Sherlock 88 N N BB
Journey J1 89 N N MB
Ouarterstaff 89 N N SS+KU
Arthur Li 89 N N BBBB

Zork  /  : The Forces of  Krill
Zork  2: The Mat iles tm Quest
a r k  3: The Cavern of  Doom
Zork  4: The Conquest of  Quendor

all by Steve Meretzky.  but  I doubt  if  they
are st ill available.
Infocom also published (not  listed) the

two Bat t leTech games by Westwood
Associates (ST only), a graphics  strategy
game called FOOBLITZKY (XL only) and a
relat ional database system called Corner
stone (neither of  which appear to have
been very successful), plus  a range of
infocomics - computerised comic books
produced in conjunc t ion wit h Torn Syn-
der Product ions  (I have ZorkQuest ,  Lane
Mastodon and Gamma Force for the IBM
- they never came out  on any  Atari).
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another £10 you can buy  clues
and maps  to help you solve the

more tortuous  problems!  Not  so easy to
get on this  side of the At lant ic  was the
infocom magazine New Zork  Times  (later
Status  Line) - free wit h any game in the

cont inued on page 30

THE COMPLETE INFOCOM DISKOGRAPHY

LEVEL

I - Introductory
S - Standard
A - Advanced
E Exper t

AUTHORS

AS - Amy Briggs
BB - Bob Bates
BM - Brian Moriarty
DA - Douglas Adams
DL - Dave Lebling
Fred - VE. B.  o
-
F r e d A  
M o r g a
n

HDA - 61-lollywoodA
Dave Anderson
JC J a m e s  Clavell

* Full title: Nord & Bert Couldn t Make Head or Tail of it

JL - Jim Lawrence
JO - Jeff 0  Neill
JW Jer r y Wolper
KU - Ken Updike
MB - Marc Blank
MSB - Michael S. Berlyn
SG - Stu Galley
SM - Steve Meretzky
SS - Scott Schmitz
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M a r e  Software
4,11 Tit les  Shown arc  For the At ar i  ST, We also supply Hard
and Sof tware for the 8-Bit .  -  Please send an 4 5  S. A. E.  for
reviews and more informat ion -  Please specify S i  o r  8-Bit .
Super Card £249.5
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B.Spell 1 4 .9 5  Age  5-8
" -  Alder -  9.,10 t t n n O o r  ,
s 1 d g .PlaySpell E, 14.95 Age 7+
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Maths £14.95 Age 5-8
tacit. the Be v o f  ate H u n ch
-
- .5 7  F o r m a t  
A p r i l  
1 9 0 0

Also Available
&S pell a ntr a c tion S et 4 '9 .0 5  or  0 . 0 0  a i th
POk,.spell data diso Bird,  and Animal,  V P *  each.
Penguin 1 , 0 1 V  PRiCt: /14•95, I llikse  2  f14 .9 ,
H i*  Bounce £4.95. Jump Jacii 1495.

c/o B.Bytes computer Systems
t9 Southfield Road. Moa k ) ;  tele(Ntershire
LEW 11;.4 t e l  (0455) 613377 9-5  ,VIon-Sat

B.Ware Demo Disc includes 11.Spell. 110Spell, 13..4ase I  and Super Card
for onl) LIDO. Full refund on return of Denbo Disc with first purchase.
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Access Vivn and American 1:,pcess Accepted

Ware Softnare
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I N F O C O M  continued

States - I never managed to get one at all!
It all began in 1977 at MIT.  when

Timot hy  A. Anderson.  Marc  S. Blank .
Bruce K. Daniels .  and P. Dav id Lebling
created the fi rst  mainf rame version of
Zork  to prove that  they could do bet ter
than Crowt her and Woods. The game
grew over the years and in 1980 Infocom
was set up and Zork  rewrit t en and ex-
panded to form Zork  1. II and III. Because
the games were all writ t en in ZIL (Zork
Implementat ion Language) and only  used
text (no fancy graphics  or sounds to
worry  about) the games were easily port -
able to other machines  s imply  by produc-
ing a new version of  ZIL for each
machine.  Infocom adventures  soon be

 available on v irt ually  every Amer-
ican Mic ro whic h had a diskette drive
and enough memory .
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ded f rom pure Fantasy into
Murder Mysteries. Science Fic-

t ion, and s t raight  Tales of Adventure, en-
hanc ing the basic system all the t ime to
make the games more and more realis t ic
both in t heir gameplay and also in the
richness of their descript ions.  atmos-
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ATARI 8 BIT SPARES AND REPAIRS
FOR MOST ATARI 8 BITS

GENUINE ATARI 5 1
/4 
" B L A N K  
D I S K
S

Packs of FIVE 1'1.50
ATARIWRITER 2 PLUS • Disk based word
processor complete with spellchecker M O O
VISICALC Spreadsheet complete with FREE demo diskE10.003 TAPE GAMES PACK

Star Raiders, Asteroids, Missile
Command, Centipede, Air Strike 2.
Savage Pond, Cloak of Death, Leap-
er. Quest for Eternity, Tennis, Chop
Suey, Football, Basketball. Chess

ALL FOR
ONLY IV

Learn how to use your
Atari 8-bit with
INVITATION TO
PROGRAMMING
FIVE sound tapes with full
documentation covering
Graphics, Sound, Peeks,
Pokes etc. E t t . 5 0

Telephone

for other detailsDerek Fern 021 353 5730
and price list

2 DISK PACK
Home Filing Manager, Pay
Off Adventure, Atari
Graphics Demo C 1 . 5 0

BARNYARD BLASTER (ROM)
Farmyard target practice for

XL:XE only
works with ATARI LIGHT GUN

E5.00

S E E  M E  A T  A M S 4

phere and humour.  They  started grading
the games according to diffi culty  - but
this  was obviously not a good idea as it
was dropped only  a year later (Hollywood
Hil inx  was the last to be coded t h e  box
in the adverts said Standard.  but  the
actual game box did not!).
A Mind Forever Voyaging, in 1985,  was

the fi rst disappointment  for the 8-bit
Atari user - infocom had fi nally  decided
to start  t ak ing advantage of enhance-
ments  in technology and it  needed 128K.
Trini t y  and Bureaucracy  went  the sante
way. and Stat ionfall in 1987 was the last
8-bit  Infocom game_ The ST was well
supported init ially ,  wi t h all the ex is t ing
games being converted to it as soon as it
appeared:  but  1988 was the end of  the
road for it  too. Wit h the Americans  not
perceiv ing the ST as a big enough mar-
ket, the last we got was an ext remely late
Beyond Zork.  Now,  the chance of any
Atari owner ever being able to play Zork
Zero is. I am afraid.  zero!
Thank s  Dave, Marc ,  Timothy .  Bruce,

Brian,  Steve. Michael.  Stu,  and all the
rest. and all the people behind the scenes
at Infocom as well.
It was the best.
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8 BIT and ST Support
at the

FOURTH ALTERNATIVE MICRO SHOW
and

RADIO RALLY

A  1 1 / 1  S  4 1
DATE

SATURDAY lOth NOVEMBER 1990
TIME

10.00 am - 5.00 pm
VENUE

BINGLEY HALL, STAFFORD SHOW GROUND
STAFFORD

Everything for the computer enthusiast
from ORICs to PCs

All machines catered for

FACILITIES INCLUDE -
*  BAR *  RESTAURANT *  FREE PARKING *

*  ELECTRONIC BRING & BUY SALE *

Organised by
SHAR WARD SERVICES, ENTERPRISE HOUSE, UNIT 15, RIVERSIDE INDUSTRIAL PARK,

WHERSTEAD ROAD, IPSWICH, SUFFOLK IP28JX
Tel: 0473 602460 F A X :  0473 602410
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writ t en to take a BASIC program typed in f rom a magaz ine
or one of my own,  and produce a format ted lis t ing of it - a

lis t ing which would be easy to unders tand.  The ult imate aim
was to obtain enough inf ormat ion about  a program to be able
modify  it,
I recent ly  had cause to use the program again and it  was at

this t ime that  I decided to t idy the program up.  res t ruc ture it
(to be easily modifi ed at a later date) arid speed it  up. the
original was very slow!
The program performs a number  of tasks:

- I t  r ight  Justifies each line number and makes  sure that
only line number are in the fi rst 5 columns.
- All mult i-s t at ement  lines are broken up so that  each
statement  occupies a s ingle line.
- The s tatements  which follow the TI IEN in a I F-THEN
st ruc ture are placed on subsequent  lines, indented by 3
columns.  I f  the THEN is only followed by a number  then a
GOTO is inserted before the number.

The contents of  a FOR-NEXT loop are also indented by 3
columns  for clarity.
- All operators  are padded out  wit h a single space before
and af ter them.
- All cont rol characters,  in s t ring constants, are replaced by
a default  character,  CHRS(126) (printed as '  ' b y  non-Atari
printers ) and all inverse characters are converted to their
normal form.

The last two act ions are opt ional.  Changing the variable PAD
in line 550 to FALSE will prevent  operator padding f rom being
performed.  Changing USEDEF in line 540 to FAI SE will pre-
vent the replacement  of  control characters (if  the out put  is to
be sent to an Atari printer,  this  should be set to FALSE). The
number  of  columns by which each line is indented is deter-
mined by the variable INDENT.  I NDENT is defi ned in line 580
and can be changed to any value f rom 0 (for no indent ing) to a
value less than the max imum widt h of  the out put  lines.

Note: the format ter produces a s light ly  confus ing output  wi t h
the following type of  input :

1040 FOR A=1 TO 100 : I F  A<S THEN S=S+12 :NEXT
A:GOTO 2900

The format ter wil l produce:
1040 FOR A = 1 TO 100

I F  A < S THEN
S S  Q

NEXT A
GOTO 2900

but  how else could you format  such a terrible program struc-
ture!

ENTERING  TH E PROGRAM

When t yping the program in all REMs  can be omit ted to
reduce the size of  the program.  The program is only  writ t en to
handle Atari BASIC, but  it  could be extended to handle Turbo
BASIC. The only  major problem would be wit h handl ing the
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'LISTING FORMATTER
P. Abbot's utility will help
you understand and
analyse program listings

I F-ELSE-ENDIF s t ruc ture,  whic h would have to be t reated in
the same manner as a loop. This  would be dif ferent  f rom the
way the format ter current ly  handles  IF-THEN structures_ I f  the
format ter is to he run on an Atari 400 or 800 then the address
(735) in line 750 should be changed to 30.

T H E  PROGRAM'S USE

The format ter can run on any Atari 8 bit  computer
(400-130XE) wit h Atari BASIC. I f  you wish to get a hard copy
of the format ted program you wil l  need a printer,  either an
Atari or a non-Atari print er will do.
To format  a program fi rst  load the program you wish to

format  into the computer.  then LIST it out  to either a disk  fi le
or a cassette

e.g. LIST "D:PROG.LST'
or LIST "C:"

If you are us ing Turbo BASIC to list the program,  fi rst  switch
off Turbo BASICs  automat ic  line indentat ion.  by t yping "IL-".
Once a lis t ing of the program has been generated. t hen the

format ter should be loaded and run.  The fi rst  prompt  is for the
fi le name/dev ice to which the program to be format ted has
been saved. The response should be of the form:

D: PROGAST
(if  no device is specified then "D:" is presumed)
At the second prompt  the des t inat ion should be entered

in a s imilar mariner
P: (don't  use PI :  or P2:)

or D2:PROG.FMT
or C:

If you are loading a lis t ing f rom cassette then you can't  save
the format ted lis t ing back to cassette. This  is because the
format ter does not  buf fer either its input  or its output .
The commonest  out put  device wil l be the printer,  to get a

permanent  copy of  the format ted program.  For this  reason the
third prompt .  "Line length",  has a default  of  80. I f  you wis h to
accept t his  default  then s imply  press RETURN.  but  any  value
could be entered in the normal manner.
The speed of  the program's  operat ion is part ially  determined

by the I /O device being used, cassettes are s lower t han disks. I
have used the format ter to format  a l is t ing of itself (with REMs)
In jus t  over 5 minut es  (lust  over 2 minut es  with Turbo BASIC).
This  is tak ing the input  f ront  a disk  and the out put  going to
the screen. The dec larat ion of variables is performed in a
subrout ine at the end of  the program,  the reason for this  is
speed. Originally  the dec larat ion code was at t he beginning of
the program hut  af ter mov ing it  into a s ubrout ine at the end of
the program.  I not iced a halv ing in the execut ion t ime.
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SOUND RECORDING
PROJECTS w o k  AL M i t
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cassette for Page 6 called World of  Computer Mus ic
Mak ing.  The cost of  produc ing this  in a profess ional

s tudio was prohibit ive.  so like many  other mus ic  enthus iasts  I
set up a small recording s tudio at home and did the whole job
there. This  meant  I had to get involved in all aspects of
recording mus ic  generated by my Atari 8-bit  and ST machines.
both f rom their internal sound chips  and via MIDI .  Co-inc iden-
tally, a number  of readers have recent ly  contacted me express-
ing an interest, in this  topic.. so it  now seems appropriate to
writ e an art ic le or two about  the lessons I learned.  Perhaps it
can save you some hassle if  you want  to record your own
mus ic  on tape for posterity, or perhaps jus t  to make it  more
convenient  to lis ten to.
Alt hough the Mus ic  Mak ing tape is MIDI  oriented it  also

inc ludes sect ions on us ing the XL/ XE and STs  int ernal sound
chip.  I soon discovered it 's not  as easy as you'd t hink  to
produce decent. qualit y  recordings of  chip sound. You can't
jus t  st ick a mic rophone in f ront  of  the TV/ monit or ' s  louds-
peaker and press the record but ton.  The results  are dreadful,
owing to the dire qualit y  of  the audio systems in most  TVs and
monitors .  Also, the mic rophone wil l pick  up all sorts of back-
ground sounds  to f urt her degrade recording quality .  For best
results  you need to' injec t  the chip sound direc t ly  into the
recorder's  line inputs ,  completely  bypassing the TV/ moni t or
audio system.
But  how do you get at the audio s ignal? Well,  t he XL/ XE

machines  have a 180 degree 5-pin DIN socket to allow the
connect ion of  a proper video monitor.  One of its pins  carries
the required audio signal.  and you can use it even if  you don' t
have a video monitor.  I t  can be fed direc t ly  into a cassette
recorder's  line input  or even to the Aux  (auxiliary) input  on a
hi-fi  amplifi er.  To tap this  s ignal you need to make up a
suitable cable to connect that  monit or socket to the appropri-
ate amplifi er or recorder inputs .  I used this  method to record
my  130XE's  sound chip play ing 'Twelf th Street  Rag" on the
Mus ic  Mak ing cassette. and I mus t  admit  it  produced highly
acceptable results.
The sound out put  f rom the monit or socket comes f rom a

single pin and Is therefore only s ingle channel (monophonic )
sound. Mos t  people want  to record onto a stereo cassette
recorder of  some descript ion and this  usually  requires two
channel input .  You can prov ide it  by us ing a t win cable to split
the computer's  sound out put  into two and then feed each part
into its own input  channel on the recorder.  You're unlikely  to
fi nd such a cable ready-made in the shops. but  you can build
y our own for about  £3.

MAKE
YOUR
OWN
CABLE
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I 'm always in favour of mak ing life easier. so
instead of  building the cable f rom scratch you
can modif y  a s tandard cable, as this  saves
some of  the soldering work.  So. go to your local
electronic components  store and buy  a 180
degree 5-pin DIN plug and a hi-11 connect ion
cable that  has t wo  phono plugs  on one end

John S Davison explains
how to record top quality
sound directly from your
XL/ICE or ST

and two bare wires  at the other.  I f  you can't  obtain such a
cable, get one wit h two phono plugs at each end ins tead -
possibly the most  common hi-fi  cable around!  Your local
Tandy  store is probably  the best bet for buy ing these, and
should be able to help if  you're unsure what  you need.
Most hi-fi  equipment  uses RCA phono plugs for its input s  and

outputs .  so I 'm assuming that 's what  your cassette recorder
and amplifi er have. I f  it uses something dif ferent  then you'll
have to modify  these ins t ruc t ions  to take your part icular re-
quirements  into account.
Hay ing obtained the parts,  you now have to solder up the

appropriate connect ions. This  needs care. as DIN plugs  aren't
the easiest things  to work  with.  I k now many  of  you have never
at tempted any thing like this  before, so here's a step-by-step
guide to how it 's done,

S A F E T Y  NO TE  - don't  at tempt  mak ing this cable yourself
unless you k now how to safely use a soldering iron. I f  in doubt
get someone wit h the right level of  skill to do the job for you.

S T E P  I  Dis as s emble the DIN plug. It usually  consists of fOur
parts: t wo metal hal f  body shells: a c ircular insulator holding
t hellue pins; and a plastic cover which pushes onto the back of
the plug, holdtng everything together.

S T E P  2.  You' ll make the soldering job easier ([ you c lamp the
circular insulator gently in a vice, so it 's held wit h the back end
of  the pins facing upwards  towards  you, oriented as s hown in
Figure

S T E P  3.  I f  you have a cable wit h t wo phono plugs at each end
then cut the plugs of f  one end and discard them so you can
attach the DIN plug in their place. Cut  the cable close to the
plugs so you're left wi t h  two short "tails" of  wire.

S T E P  4.  You should fi nd the cable is of  the shielded variety.
so each of  the two wire "tails" consists of  an outer fine mult i-
s t rand wire shielding and an inner s ignal conductor, also of fi ne
mult i-s t rand wire.  Carefully  strip about ha l l  an inch of  the outer
plast ic  sheathing of f  the end of  each Wire tail to expose the
underly ing shielding wire_ Pull all the s t rwids  f rom both wires
to one side and twis t  them t ight ly together to make a s ingle
shielding wire fi x  soldering. This  should expose the two central
s ignal conductors in their plastic sheathing.
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S T E P  5.  Then very carefully  strip about a quarter inch section
ol the sheathing of f  each of  the central s ignal conductors to
expose the mult i-s t rand wires  inside. Twis t  the strands of  both
s ignal wires  t ight ly  together to make a s ingle s ignal wire for
soldering.

S T E P  6.  •Tin'  t he ends of  the two wires  by immers ing each for
o l e i c  seconds in molten solder on the t ip of  the soldering iron.

S T E P  7.  Thread the DIN plug's plast ic cover onto the cable -
before you start at taching the plug!

S T E P  8.  Now I
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pins in the back o ld ie  c ircular insulator. Firs t  solder the
shielding wire to pin 2. the middle pin of  the five, Then solder
the s ignal conductor to pin 3. the one on the jar left in Figure
Ideally.  you should insert the t ip of  the wire into the end of  the
pin and _flow molten solder down around it. Whenever I try this
the wire alway s  seems too thick to/ it  into the pin. so I usually
end up soldering it to the outside of  the pin instead!  This is OK
as long as it 's  FIRMLY attached to the pin. Also, don't  use too
much solder, or you'll end up wit h a solder -
b r i d g e "  b e t w e e ntwo pins, short ing them out.

S T E P  9.  Remove the c ircular insulator f rom the vice, and
press the two metal half  shells back  into place around it. One
half  shell usually  has a cable clamp. so place the cable in this
and bend the c lamp's ends over to grip it. Finally .  push the
plast ic  cover fi nnly  over the metal body shells  to lock everything
in place. The cable is now ready for use.

To use the cable, insert  the DIN plug into the Xl. /XE's
monit or socket, and the two phone plugs  into the left and right
channel line inputs  of  your cassette recorder.  I f  you're us ing a
mono recorder just  use one of  the plugs. Now boot up a
program that  plays mus ic  on the computer and you should
now fi nd you can record it.
You can also plug the cable Into the Aux input  on your

amplifi er,  and hear that  8-bit  sound as you've never heard it
before! I f  there's no Aux  input  on your amplifi er you could t ry
other high level inputs ,  such as CD or Tuner,  I suggest you
t urn the volume control to min imum and switch of f  the ampli-
fi er before plugging and unplugging the cables though.  Just to
be on the safe side. I f  your cassette recorder is also connected
to the amplifi er you s hould now be able to make recordings
front the computer as f rom iiTIV other source.

RECORDING TH E
ST'S SOUND CHIP

STE owners  are lucky,  as their machines  already have audio
out put  sockets for direct  connect ion to amplifi ers  and recor-
ders. Ot her ST users should be able to employ exactly the
same princ iple used wit h the XL/ XE to record the STs  sound
chip.  The only  snag is. the ST uses a special I 3 -p in  DIN plug

•
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Figure 1 - XLIXE Monitor Socket Connections
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Shielding (earth)

Figure 2 - ST Monitor Socket Connections

Note - the diagrams are from the external
socket view. i.e. the same vietv you get when
soldering the wires into the back of the plug

for its monit or connect ion,  and these are muc h harder to fi nd
than the XL/XE's  5-pin variety. however.  I 've recent ly  seen
t hem advert ised by Switchsof t  of  Darlington (phone
0325 482454) for £3.50, so call t hem if  you want  one. Swit c h-
soft also sell a ready  made lead wit h the ST monit or plug on
one end and two phono plugs  on the other for Just ,Z9_95. I
haven't  t ried one, but  it  sounds  like a great idea if  you can't
face the hassle of  mak ing your own.
If you do want  to make your own. refer to Figure 2 for the pin

connect ions on the STs  monit or plug.  Then follow the steps
described for mak ing the XL/ XE plug,  but  use the ST plug's
pin connect ions instead.
I ac tually  used a dif ferent  method when recording the ST

sound chip for the Mus ic  Mak ing cassette. as I was unable to
obtain an Si* monit or plug at the t ime. I connected the ST to a
Philips portable colour 'IV via the usual FT cable connect ion.
The Philips  has an earphone socket, so I made up a cable to
connect  this  direct ly  to the recorder input .  You have to be
careful wit h the TVs  volume set t ing though,  as it also controls
the level of  the earphone signal_ The sound qualit y  probably
wasn't  as good as a direct  connect ion to the monit or socket,
but  was st ill far bet ter than recording with the mic rophone and
loudspeaker method,

That 's  all for now. Next t ime I ' ll be look ing at some low cost
recording equipment  you can use wit h y our Atari.  and how
MIDI  can be employed to control and extend its use.
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Paul Lay's version of an ST classic
Hot Blocks is a version of one of the most successful games released on the ST, a

simple yet utterly addictive game in which you direct different shaped blocks frilling
from the top o f  the screen so that they form completed lines at the bottom with no gaps.
Every time a complete lit te is made, it  is removed, and all the other uncompleted lines are
moved down. The game is over when the screen is full up with uncompleted lines.
Falling blocks can be moved left and right by moving the joystick accordingly. They can

also be rotated round by pressing the the trigger. It is possible to drop the block
immediately by pulling the joystick down.
Points are scored for every block which is used. The game advances onto harder

(faster!) levels when the appropriate number of completed lines are formed.

TYPING IT IN
1. Type in the lis t ing us ing TYPO 3 to check your work
2. SAVE or CSAVE a copy before you run the program
3. RUN the program which will check your typing as it
proceeds. If any lines are incorrect  correct  them and run
the program again
4. Prepare a blank tape or disk and indicate which vers ion
you require
5. The program will create a boot  tape or AUTORUN disk
(ensure that your disk has DOS writ ten to it)
6. Reboot  and play!

CONTROLS
Blocks are controlled by a joyst ick in port  1
Press START or t rigger to begin at level 5
Keys 0, 1, 2, 3, 4, 5, 6, 7, 8, 9, begin at the

specified level -
S key toggles sound on or off
Spacebar pauses!resumes game
ESC aborts a game
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0 0 8 8 8 0 0 2 8 0 0 0 0 0 8 8 0 0 0 0 0 0 0 0 0 8 0 0 0 7 0 7 0 0 0 0 0 2

continued o r
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HOT BLOCKS
0 0 0 0 0 0 0 2 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 2 0 0 0 0 0 0 , 2 1

TO 1 7 0 0  D A T A  8 7 0 2 0 7 0 0 0 0 0 0 0 0 0 0 0 0 0 7
0 0 0 0 0 8 0 7

0 0 0 8 0 2 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 0 0 0 0 0 3
0 3 0 0 0 0 0 3 0 3 0 0 0 0 0 0 0 0 8 0 0 0 0 3 0
3 8 3 0 0 , 4 1
/S i  1 2 1 0  D A T A  8 3 0 0 0 0 0 0 0 0 0 0 0 8 0 0 8 3 0

0 0 0 0 0 8 3 0 0
0 0 0 0 0 3 0 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0 8 3 0 0 8 3 0 3
8 3 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8
3 8 3 0 8 0 0 , 1 4 4 1

SE 1 7 2 0  D A T A  0 0 8 3 0 0 0 0 0 0 8 3 0 0 0 0 8 0 0 0 0 0
0 0 0 0 0 0

0 0 0 4 0 4 0 8 0 0 0 0 0 4 0 4 0
0 0 0 0 0 0 0 0 0 0 0 0 4 0 0 0 0
0 4 0 40 0 0 0 0 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 8 4 0
4 8 4 0 0 0 0 , 6 1 0

JO 1 2 3 8  D A T A  8 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0 0 8 4 0 0 0 0

0 0 8 4 0 4 0 0 0 0 8 4 0 0 0 0 0 0 0 8 0 0
0 0 0 0 0 0 8 4 0 0 8 0 0 4 8 4
8 4 0 0 0 0 0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 8
4 0 0 0 0 8 4 , 1 4 5 2

WD 1 2 4 0  D A T A  8 4 0 0 0 0 0 0 8 4 0 0 0 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0

0 0 0 0 8 5 8 5 0 0 8 5 0 5 0 0 8 0 0 0 0 0 0
0 0 0 0 0 0 5 0 0 0 0 0 0 0 5
0 5 0 0 8 6 0 0 8 5 0 0 0 0 2 0 F 4 3 2 A D F 3 3
2
F
0 0 6 , 2 3 6 6

131 1 2 5 0  D A T A  4 1 8 1 8 0 0 7 3 4 6 0 2 0 8 4 3 2 0 1 0 0
8
D A
7 3 4

6 0 0 D O 0 D 4 D 8 F 0 A D D 7 3 4 2 D 1 O D
0 8
D D
7 3 4
A D D
0 3 4 2 0

0 0 0 3 0 0 1 5 0 3 4 6 0 0 0 0 0 A 0 8 0 0
4
F
0 1 0 6 0 0 2 , 5 8 3 2

XZ  1 2 6 0  D A T A  4 0 A D 9 A D 2 2 1 3 F C / 0 E 3 0 8 0 C
9 2 0 1 0
F
3

C 1 1 0 3 0 E F 8 D 1 8 3 2 A D O A D 2 2 1 t F C
1 1 0 1 8
F
7 8
D I A
3 2

2 0 7 C 3 2 A D 9 A D 2 2 9 0 7 1 0 6 1 0 0
4 0 0 8 1 1
C C
, 4 5 2 1

LM 1 2 7 0  D A T A  C A D 0 C E 4 1 0 9 8 D A E 2 4 8 D 8 1 2 4 A 9 D
6 8 5

C C A l 2 4 0 5 C D A 2 1 4 0 1 0 6 0 0 0 0 9 1 C C A
0 0 8 9 1
C C A
5
C C

1 8 6 / 2 8 8 5 C C A 5 C D 6 9 0 0 8 5 C D C A D
8
E
6 0 9 , 6 6 5 3

XY 1 2 8 0  D A T A  0 7 0 0 0 0 1 1 C C A 9 0 8 4 8 0 0 9 1 C C A
1 0 0 0 0

0 0 9 1 C C B O D O F B A 1 1 3 0 0 0 1 6 D 0 A 1 F C B D
1 7 1 5 0 0 1 3 6 0
D1 0 0 0 0 1 8 8 8 D 1 / D 0 4 2 2 7 1 3 D 8 8 3
5 1 0 1 0 2 0 , 6 0 1 5

JE  1 2 1 0  D A T A  C A 1 0 F 7 A / 0 0 8 D 2 C 3 6 2 0 8 3 3
5 0 1 2
D
8
D

0 0 0 2 0 1 3 6 0 0 0 1 0 2 0 1 0 0 8 0 8 E D 4 6 0
0 0 2
C
2 5 3 6 2 5 2
C

0 0 0 0 6 C 6 9 6 E 6 5 7 3 0 0 0 0 0 3 0 3 0 1 F 0 2
0 5 0 0 , 4 2 3 6

F F  1 3 0 0  D A T A  0 0 0 8 1 0 0 0 0 8 8 0 0 0 0 0 5 0 5
0 5 0 8 0 0 0 0 0

1 0 1 0 9 0 1 0 1 0 0 E 2 6 3 2 0 0 0 D 3 5 8 D
2 7 2 0 6 0 1 0 1 1 1 2 1 3
1 4 1 5 1 6 1 7 1 8 1 1 8 1 1 F 0 4 0 2 0 3 0 1
1
3
3 2 0 1 8 , 2 7 0 1

SE 1 3 1 0  D A T A  6 3 0 1 C 1 9 A D 0 0 1 0 9 9 0 1 0 3 3 2
8
C A
1 0
E E

6 0 / D 3 3 2 0 6 8 A 2 0 2 0 D 2 D 2 8 1
0 6 1 0 1
C /
5
A D
0 8 9 0
/
5 8

1 D 2 D 2 8 C A 1 9 E E 6 8 1 D 2 0 2 8 0 E 2 6 3 2 E
8 0
C
, 4 9 1 4

BC  1 3 2 8  D A T A  D 0 0 1 6 0 6 0 2 C 3 6 1 8 6 9 0 1 D D 1 F
3 6
F
0 0 4

8 D 2 C 3 6 6 0 E 8 8 E 2 6 3 2 2 0 0 3 3 5 0
1 0 8 8 0 2
C
3 6 6 0 2 8 2 8
2 3 2 3 1 E 1 E 1 1 1 1 1 4 1 4 1 4 1 4 7 f 0 0
4 8 0 0 4 0 , 3 5 7 8

OW 1 3 3 0  D A T A  A / E 0 0 0 8 9 0 4 0 2 0 1 0 0 5 0 3 6 0 0
0
A
0 4 0 0

1 6 0 0 8 0 6 0 3 6 0 D 1 7 D 0 0 D 7 8
3 6 0 0 1 0
D O C A
1
O E
0 0 1 3 8

0 D O A D 4 8 D 0 1 0 4 6 8 0 0 6 0 4 0 0
0
1 E
1
C I A
1 0 , 5 5 8
/

U J 1 3 4 0  D A T A  1 . 6 1 6 0 8 0 0 1 6 1 6 / 0 9 A / C 1 E 0 8 F C
4
E
4
C

4 0 4 0 4 6 4 6 0 8 0 0 0 6 0 6 0 0 0 4 A C A E 8
0 3 6
D E D C D A D O D
6
0 6 0 8 0 0 0 6 0 6 0 0 0 A 0 0 0 E 0 0 0 1 C F
0 5
C C A
9 , 4 9 6 8

5 E 1 3 5 8  D A T A  2 7 8 5 C D A 2 0 0 0 0 0 1 p 1 C C F
0 0 1
E
8 8 8 1 0

F 8 E 0 0 0 F 0 1 4 E 0 0 A F O l i A 5 C C 3 0 E
1 1 2 0 8 5
C C A S C D E
,
0 0 0 5 C D 4 C 1 0 3 3 6 6 0 2 0 E 3 3 5 A 5 C C O
5
C E
4 5 , 6 4 7 1

SM 1 3 6 0  O A T A  C 0 8 5 C 1 4 5 C E 3 8 E 1 2 8 8 5 D 0 0 5 C 1 E
1 0 0

0 5 D 1 A 2 0 8 0 8 0 / 0 1 1 5 8 D 0 0 1 E 0 1 1 0 E
8 0 1 8
F
6
E
0
O A D O

0 3 4 C 1 3 3 6 A 5 C E 3 0 E 1 2 0 0 5 C E A S C F E
1 0 0 , 6 8 0 5

p p  1 3 7 0  D A T A  8 5 C 1 4 C C 3 3 6 2 0 0 1 3
,
4 4 9 4 1 8 D 0 2 D
4
A
9

3 7 0 0 0 3 D 4 0 1 6 6 8 D 0 0 0 2 0 / 3 7 8 D 0 1
0 2 0 9 8 0 0
D
0
E D
4

2 8 D 1 3 4 0 0 1 0 0 0 0 0 0 6 0 1 0 5 8 0 2 6 3 2 6
0
A D
, 5 1 4 7

F Y  1 3 8 0  D A T A  1 1 0 0 2 / 0 1 F 0 F 3 A D 5 0 3 A A 0
1
F
8
C
5 0 3 0

0 2 0 / D D 3 F 3 7 F 0 0 5 C A 1 0 1 8 4 C F 5 3 6 8
1 1 2 6 3 2 6 0 3 2 1
F1 E 1 0 1 0 1 D 1 0 3 3 3 5 3 0 7 0 7 0 7 0
1 8 0 0 4 7
D D
, 4 1 1 0

WH 1 3 9 0  D A T A  3 7 7 0 0 6 7 0 0 6 7 0 0 6 7 0 0 6 7
0 0 6 7 0 0 6 1 0

0 6 7 0 0 7 7 0 0 6 4 1 4 1 3 7 4 8 0 0
4 0 9 8 4 8 0 7 1 0
A C D
0 3 / 0 C
O A D 4 0 C 1 6 D 0 8 0 C A D O F 6 A 2 7 8 0 1 F
7
A
0 0 0 , 4 0 2 3

MM 1 4 0 0  D A T A  0 0 0 A D 4 8 0 1 6 0 0 8 C 1 8 D 0 . 3 8 E 1 0 1 C
8
C A 0 0 1 0 A 2 0 8 A C D 8 3 7 8 C O A 0 4 8 C 1

6
D O C
8
C A D
0 1 6 0 2 0 8

B C O A D 4 0 C 1 6 0 0 8 8 C 0 0 0 F
6
A
9 4 7 0 0 9 0 0 2 , 6 8 6 0

KS 1 4 1 0  D A T A  1 0 8 D 0 A D 4 8 D 1 6 D 0 8 C 1 8 D 0 3 8 E
1 0 1
C
8

C A D 0 F 0 A C D C 3 7 C 0 0 0 0 0 D 0 9 9 A C D
0 3 7
C
8
O C D
1 1 3 7 0 0

0 0 0 C D C 3 7 6 8 0 8 6 8 0 0 6 8 4 0 0 0 0 0 0 0 0 8 0
0 , 5 8 7 5

JY  1 4 7 0  D A T A  0 0 0 0 2 8 2 F 3 4 0 0 2 2 2 C 2 F 2
3 2 0 3 3 0 0 0 0

0 0 0 0 0 0 0 0 0 0 0 0 2 2 3 / 0 0 0 0 4 1 0 5 0 0 0 0
0 3 8
E
0 0 A C A
1

8 9 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 3 2 E 2 E 3
4 3 2 , 2 2 2 7

P8  1 4 3 0  D A T A  2 F 2 C 3 3 0 0 0 0 0 0 8 0 0 0 0 0 0 3 0
4 0 1 0 2 0 4

0 E 0 4 8 2 0 1 0 7 0 7 0 5 8 2 1 4 2 2 2 5 2
7 2 1 2
E
0 0 8 8 0 0 0 0 0 0
0 0 1 0 0 E 0 E 1 1 1 A A C A 5 0 6 A 5 0 C
0 0 0 0 8 0 0 0 , 3 6 6 1

KJ 1 4 4 0  D A T A  0 0 0 0 0 0 0 0 8 0 0 0 0 0 0 3 , 0 8 0 3 3 2 1 3 5
2
E 2 4 0 0 0 0 0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 5 3 3 2

3 2 1 3 0 2 5 1 0 0 1
A 2 A 1 0 2 0 4 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 3
8 0 0 1 0 3
.
2 3 6 8

OF 1 4 5 0  D A T A  A 5 0 2 0 1 0 2 9 0 3 0 2 1 3 5 3 3 2 5 0
0 0 8 0 0 0 0

0 0 6 0 0 0 8 8 2 0 2 1 2 7 2 0 0 0 3 3 2 3 2 F 3
2 2 5 0 8 0 0 0 0 0 0 0 0
2 C 2 5 3 6 2 5 2 C 8 0 / 0 0 0 3 3 2 3 2 1 3 2 2 5
0 0 9 0 , 2 1 4 6

I LI  1 4 6 0  D A T A  1 0 1 0 1 0 1 0 0 0 0 2 4 0 2 0 0 1 3 4 2
0 0 9 3 4
C A 0 0 1 7 2 0 0 1 3 4 0 9 0 0 8 0 6 E D 4 A 9 1 8 8 0 0 1 D

4 0 2 0 3 9 0 1 6
D O C A I O F A A / 1 1 8 D 0 2 D 4 0 9 3 1 0 0 0
3 0 4 0 2 , 5 1 0 6

J J  1 4 7 0  D A T A  0 0 2 0 8 F 3 4 0 E 1 6 0 0 2 8 0 1 3 4 2
8 0 1 3 4 2 0

0 1 3 4 2 0 0 F 3 4 2 0 D / 3 4 E 0 E 0 1 0 0 0 E
6 4 2 4 0 2 0 0 1 3 4 2 8
D / 3 4 C A D O F 7 A 2 0 1 2 0 1 1 F 3 4 8 E 1 6
8 4 1 2 0 0
/ f fl
5 5 4 2

I K  1 4 8 8  D A T A  3 4 2 0 0 1 3 4 2 0 0 1 3 4 2 0 0 1 3 4 2 0 0 1 3
4
C A 1 0 E 8 5 0 7 0 7 0 7 8 7 0 7 8 7 0 7 0 7 0 7 0 7 0 7 0

4 7 2 2 3
/
4 1 1
'

3 9 0 0 0 0 0 8 0 0 0 0 0 0 2 7 2 1 2 D 2 5 0 0 2 F
3 6 2 5 , 3 5 7 5

U I  1 4 1 0  D A T A  3 2 0 0 0 0 0 0 0 0 8 0 A D 5 1 3 0 0 0 8 1 6 0 A C
1
A 3 / 3 0 1 0 G 1 1 D 3 9 8 0 0 7 D 2 0 1 0 6 3 1 0 9 0 6 0

2 0 8 8
C
1 0 3
/

A C W 0 3 9 3 0 1 0 8 9 A F 3 / 8 0 0 5 0 2 0 1 0 3 3 9
8 0 , 4
/
0 6

RX 1 5 8 0  D A T A  0 4 D 7 0 0 8 C 9 0 3 9 A C 1 C 3 1 3 8 1 0 0
1 0 7 3 1

O D 0 3 D 2 0 / 0 F 3 1 8 1 5 0 2 D 2 8 8 8 C 9 C 3 9 A D 1
1 3 1 3 0 8 4
F
0
8 9 0 0 0 8 0 2 0 9 4 0 0 D 0 1 0 2 6 0 0 / 0 0 8 0
0 8 0 2
,
5 5 5 3

EA 1 5 1 8  D A T A  8 D 0 1 0 2 A / F F 0 D 1 1 3 1 8 0 F F F F F F F F O O

4 1 4 1 4 1 4 0 4 1 0 4 8 4 4 4 2 8 0 0 0 8 8 1 8 1 0 4
0 0 8 0 0 0 0 0 0
A AA C A E 0 0 3 8 2 C 2 8 0 0 2 8 2 8 2 0 2 0 2 C 2 C 2 C
0 0
,
5 8 2 1

HP 1 5 2 0  D A T A  4 0 4 8 4 0 4 0 4 8 4 0 4 0 1 1 1 0 0 0 2 8 7
9 0 0 0 0 2

C A 1 0 1 - 0 6 0 0 1 1 f 0 0 1 9 3 1 0 D 1 0 3 9
0
D
9 0 3
/
0 0 1
C
3 1 4
C

c 7 3 / A2 e 0 Bp9 F3 e po3 3 2 0 3 0 e c i ool E E 8 , 5
2 8 9KG 1 5 3 8  DATA Eee5De114ceo3fl A2e48p3378909

1 3 8 C 4 1 0 F 7 A E 2 6 3 2 0 D 0 0 3 5 0 9 8 0 8 D 1 7
3 1 3 6 0
A D
5
B
3
A

C 1 F 1 0 0 0 1 6 0 C 9 1 C 0 0 0 8 0 9 F 1 8 1 5 5 2 3 0
4
C
, 5 6
/
1

Z I  1 5 4 0  D A T A  4 0 3 0 C 1 3 E D O O E A D 5 1 3 0 4 9 F F
8
D
5 1 3
A

7 8 0 2 3 1 4 c 4 B 3 A c ' 2 1 p e 1 3 a 9 F r a D 5 s
3
A
2
s c
7 3 9
a c t
,

s n u m 5 P F F f e fl e
.
5 0 2 1 w w s a l i w e
D 5 8 3 A
, 8 1 7 7

LU 1 5 5 0  D A T A  6 8 1 1 9 8 A 0 9 9 > 2 8 0 5 0 3 0 6 8 4 0 1 1 E 0
0 2

E 1 8 2 1 8 3 0 0 0 8 8 8 0 0 0 0 8 0 0 8 0 0 0 0 0
8 0 0 0 0 0 0 8 0 0 0 0
0 8 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 E 0 0 2 E 1 0 2
1 0 3 0 , 2 7 6 2
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SPACENEE
G o o d  news! Not  jus t  a

new game but  a new
release f rom a new

company  to the Atari scene
called Hi  Tee (don't they  make
t raining shoes?) who now have
a number  of  games lined up
for your Atari.  SPACE RI DER
J ET PACK CO. is  at present
the only original game in the
batch - t he others are re-pack-
aged oldies f rom Firs t  St ar-
but  hopefully  there wil l be
more to follow in the near
future.
In this  game you assume the

role of  Chief  test pilot  for the

Title: S P A C E  PINK JET PACK CO.
Publisher: Hi Tee Software
Price: £ 2 . 9 9  cassette
Players: I
Loading 11'00"

Rev iewed by Paul Rixon
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mind the races B y t e
Back offer you a

chance to break  the bank  and
wi l l  a mil l ion the easy way,
wit h a painless gamble on
their new ROULETTE SIMU-
LATOR.
You start  the game with the

grand s um of  £5000. gener-
ous ly  donated by the casino.
Alt hough you might  be temp-
ted to spend this  on a car, a
holiday  or 500 years subscrip-
t ion to New Atari User.  unfor-
tunately  the rules  s t ipulate
that  you have got to use it  (or

JET PACE
Space Rider Jet Pack Com-
pany who have jus t  fi nished
work  on an experimental jet
pack k nown as the "SR.
MKS". The company have sent
you on an expenses paid t r ip
to the 23rd planet  (a host ile
env ironment  wit h unus ual
grav ity  and alien inhabitants )
to test out  t heir new cont rap-
t ion. Coinc identally ,  the
planet  is  a source of  valuable
minerals  used by  the SR.  re-
search laboratories  so to k ill
two birds  wit h one jet pack
you have been politely  asked
not  to ret urn wit hout  a sub-
s tant ial quant ity !  Naturally ,
the aliens aren't  exactly thril-
led wi t h the prospect of  you
stealing their minerals  so you
can be sure there wil l plenty  of
nast ies await ing your arrival!
Your job is to guide the test

pilot  t hrough the dangerous
caverns. collect ing minerals

lose it) on the roulet te wheel,
The computer displays the
table of  numbers  and the piles
of  chips and waits  for you to
place a bet. There are ten dif
ferent ways to gamble wit h
associated odds. En Nein is a
single number bet and natu-
rally  has the highest  odds at
35-1.  En Carre gives you four
numbers  in a square at 8-1
whils t  the more caut ious
gamblers  can place their chips
for a single c olumn of  num-
bers - Colonne at a reasonably
probable 2-1 T h e  various
combinat ions  are all explained

and avoiding the many  t raps
and adversaries. Your charac-
ter is large in proport ion to the
size of  the playfi eld,  so the ob-
stacles can be quite diffi cult  to
negotiate. You can shoot at
aliens. but  they retaliate by
homing in on your pos it ion at
as tonishing speed. The cavern
complex is huge and mapping
may be the only  way you wil l
ever fi nd the ent ire quota of  a
hundred minerals .  The
screens 'fl ip' rat her than scroll
but  the graphics are nicely
done and there is a good varie-
ty of  animated aliens, barriers

and t raps.  Unfortunately ,  the
sound is of the f amil iar low
standard associated wit h
muc h Atari software, but  this
is a minor  gripe in a game
whic h has many  commend-
able features.
It takes a brave company

nowadays to launch Into the
8-bit  market  but  Hi Tee have
done it admirably .  Congratu-
lat ions  to t hem and due credit
to P.A.L. developments,  the
originators  of this, and many
other recent Atari games.
What  arc you wait ing for?
Rush out  and buy  itt

ROULETTE SIMULATOR
on the cassette inlay.
You can place up to a max-

i mu m thirt y -two bets before
set t ling back to watch the
graphical delight  of  the roulet -
te wheel spinning - defi nitely
the most Interes t ing part  of
this  game. The accompany ing
sound though,  a sort of  muf-
fled scratching noise, leaves a
great deal to be desired! Up to
four players can compete, or
the computer wil l s tand in for
a one player game. Only  one
joyst ick  is used,  so the players
mus t  either designate a 'con•
t roller'  or pass it  around for
each go. The process of  drag-
ging the chips to the required
numbers  is quite f rus t rat ing
as the joyst ick pointer fre-
quent ly  *drops' the chip you
are mov ing or refuses to place -
it in the pos it ion you intended.
The controls  are unrespons ive
and inconsis tent  and
annoyingly ,  you are required

to manual ly  c lear the table be-
tween every go - even though
you have no other opt ion t han
to do so! I f  you run out  of
money there is no indicat ion
or warning and the c omput er
s imply  cont inues to play by it -
self. This  doesn't exact ly en-
courage perseverance!
Apart  f rom the rather nicely

animated s pinning roulet te
wheel,  I 'm af raid I can't  fi nd
any t hing posit ive to say about
Roulet te Simulat or at all!  It 's
dull,  f rus t rat ing and. in
places. downright  unprofes-
sional!  Byte Back  can (14
muc h bet ter than this.  A dis-
appoint ing effort.

Title: RO UL E TTE  SIMULATOR
Publisher. Byte Back
Price: £ 2 . 9 9  cassette
Players: 1 / 4
Loading:  16'10"

Rev iewed by Paul Rixon
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A-ZONE
R e v i e wi n g  another

mid-priced game f rom
B.Ware presents me

wit h an opportunit y  of  apolo-
gis ing to the •DAK program-
mers  (whoever they may  be!)
for confus ing their init ials
wi t h the name of  a certain
wel l-k nown washing powder
In a prev ious art ic le.  Sorry  for
the s lip-up.  guys!!
As if  En retaliat ion,  my  rev iew

copy of their latest achieve
ment .  A-ZONE.  arrived wit h-
out  any packaging or ins t ruc -
t ions - I cannot ,  therefore,  give
you the official plot  of  this one,
alt hough judging by DAX's
previous efforts it is  almost

Title:

1  A - Z O N E

Publisher: B.Ware Software
Price: £ 4 . 9 5  cassi

2.495 disk
Players. 1

Reviewed by Paul Rixon
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read the comic, won i
the outfi t  and whis t led

the theme tune - but  have you
played the game? No, it 's not a
bird or a plane ... it 's  Fernan-
do Herrara's  SUPERMAN f rom
First  Star,  re-packaged at a
bargain price by Prism:
l ie came f rom the planet

Krypton wit h inc redible pow-
ers and abilit ies,  1-le's man-
k ind's  c hampion in the eternal
bat t le between good and evil -
faster than a speeding bullet .
more powerful than a locomo-
tive and able to leap skyscrap-
ers in a s ingle bound.  Super-

40  I s s u e  46 N e w  Alan User

certain to involve aliens.
monsters  and the world's  des-
t ruc t ion - and s imilarly
pleasant topics! The game it -
self  appears to be a fairly
s tandard mult i-sc reen plat -
form game in whic h your job
is to manoeuvre a character
t hrough various  passages col-
lect ing mysterious boxes and
avoiding contact wit h deadly
'laser' barriers .  Die-hard area-
dians  can opt ionally  invoke
alien 'defenders' to liven up
the challenge alt hough they
are relat ively  pleasant when
compared wit h the biggest
hindrance.  whic h is wit hout
any shadow of doubt  the
OBNOXIOUS sound! Even
Escaper (see rev iew in issue
481 is given a solid run for its
money!
A furt her complicat ion is im-

plemented in the t radit ional
fashion by an ever-decreasing
energy supply .  alt hough it 's
not as muc h of  a problem as it

mans  quest is to rid the
planet  of  arch-enemy Dark -
scid. who plans  a reign of ter •
ror  and dest ruct ion!  That 's
dealt  wit h the rather abun
dant  hype associated wit h this
game. so let's move onto the
relat ively s t raight forward ob-
ject ive whic h is to round-up
the cit izens of Metropolis.
Darkseid seeks to impris on
the people whils t ,  of  course,
Superman's  job is to save
them.  The player who even-
tually  acquires the most
cit izens, or whose opponent
runs  out  of energy. is the vic-
tor. i n  a s ingle player game,

init ially  seems. The supply  is
replenished by accumulat ing
points, and these are gained
by. among other things.  t rave-
ll ing f rom one screen to
another,  so some devious
sk ipping across the bound-
aries can often get you out  of  a
t ricky s ituat ion.  'Mere is also
an opt ional 'cont inue mode' so
that  if  you lose a life, you
begin play wit h the new one at
the point  you had prev ious ly
reached. The graphics are
reasonably  c lear and colourful
and the joyst ick response is
surpris ingly  good - but  I have
some reservat ions when it

you can choose to c ommand
either character.
Met ropolis  is div ided into six

screens represent ing the
streets, sewers  and tunnels  of
the city. The players mus t  col-
lect a pre-determined number
of  objects to qualify  for t rans-
fer to an adjacent  screen - the
intent ion is to guide the
cit izens closer to the respec•
tive headquarters  where they
add to the overall score.
There's a f urt her complicat ion
provided by 'combat  zones'
preceding certain locat ions in
whic h the init iat ing player
mus t  win a direc t  bat t le wit h
his opponent  to advance onto
the required screen. Both Su-
perman and Darkseid have
special powers  to inhibit  each
other's progress - Superman
can activate a heat  beam
whils t  Darkseid has an
'Omega Ray* wit h s imilar prop-
erties. Defl ectors posit ioned at
street intersect ions divert
these dangerous  emiss ions

s ub
-

c omes  t o  t i le  I mp o r t a n t
ject  of  last ing appeal.
There's  not a great deal more
can say about  A-Zone - it 's  a

very s imple game that  is not
outs tanding in any respect
but  it  is  quite playable and
may well appeal to those who
were bought  up on Caverns of
Khalka (who remembers  that
one?) and the like. I f  it sounds
up your street. don't  rush
down to your local sof tware
store as A-Zone is only  avail-
able direct ly  f rom B.Bytes, the
Hinck ley  based computer
dealer, whose advert isement
you should fi nd in this  issue.

SUPERMAN
and are also useful for chan-
neling cit izens in the desired
direct ion.

I have to admit  t hat  Super-
man has never been one on
my  favourite Firs t  Star games
- despite the pleasant  graphics
and novel theme. I don' t  rate it
highly  In terms of  playability.
As a one player game it  tends
to become rat her boring.  but
two player mode wit h two
reasonably  matched oppo-
nents is potent ially  more ex-
c it ing - so if  you really  have
watched the fi lm,  sported the
outfi t  and s t ill have an appe-
t ite for more, why  not  search
for some human compet it ion
and grab a copy of  Superman!

Title: S U P E R M A N
PubliSher Prism Leisure Corp.
Prite: S 2 _ 9 9  cassette
Players: 1 / 2
Loading:  945"

Reviewed by Paul Oxon
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A COMPLETE SERVICE IN COMPUTERS a SOFPNARE

Cass.
7 . 9 5

Disk
11.95

Summer Games 12.95
Smash Hits 1 - 5 & 7
(each)

6 99

Living Daylights 2.99 9 95
Trivial Pursuit 12.95 14 g5
Mercenary Compendium • 9,95 12 95
Spy vs Spy Arctic Antics ._.• 4.99 699
Spy vs Spy Trilogy 8,95 9 95
Fighter Pilot 10 95
Polar Pierre 4.99 699
Mr Robot 4.99 699

4.99 6.99
4.99 699

Boulderdash 2 2.99 6.99
Arkanced ....... ..... .... . . . 9 95
Trailblazer ,  • 9.95
Solo Flight 895 11.95
Silent Service 8.95 11.95
Spyhunter 6.99
Mires Force 2 99 8.95
Rescue on Fractulas 6.99
Baliblazer 6,99
Rampage „ ,  .,...... 6.99
Shoot Dem Ups 4 99
Platform Perfection 499
Spinclizzy 299 6.99
Touchdown Football 6.99
Spitfire 40 6 99
Draconus 6.95 9.95
Druid ... . . . . . .  ........ ....... 4.99 9.95
Brian Clough's Football Fort. 8.95 12.95
Pooyan .......... „ . . , .  , 4.99 4.99
European Super Soccer 8.95 12 95
Hard Hat Mac 4.99
New York City 499
Crumbles Crisis . . . . . . . . . 4.99
Freaky Factory ...... 499
Stargua ke . . . . . . .  . . . . . 4.99
Preppie 2 499
Laser Hawk .... . . . . . .  .......... 499
Colossus Chess 3 „ 4 99
Sidewinder 499
Joe and the Nuclear 4 99
Caverns ...........
Nuclear Nick . „  • 4.99
Knockout Boxing 4 99
Sunstar 2.99
Cuthbert Goes Walkabout 2.99
Heartache 7.95
Mig Alley Ace 9.95
Pinball Construction Kil 9.95
Music Consiruction Kit 9.95
Infiltrator 9.95
Thunderfox 7 . 9 5
Slingshot 7.95
Winter Events 9.95
Black Lamp 7.9595

TOP 10 CASSETTES
Jewels of Darkness SOLD OUT
Draconus   6 . 9 5
Plastron   7 . 9 5
Speedhawk   7 . 9 5
Kick Off   7 . 9 5
Hawkqu est   7 , 9 5
Druid   4 , 9 9
Atari Aces   4 . 9 5
F-15 Strike Eagle  8 . 9 5
Black Lamp   7 . 9 5

TOP 20 BUDGET CASSETTES
Blinky's Scary School 2 .9 9
Titan   2 . 9 9
Head over Heels   2 , 9 9
Yogi's Great Escape 2 , 9 9
World Soccer   2 . 9 9

GAMES

Selo'Igited/

TOP 10 DISKS
Kick Off  1 1 . 9 5
Infiltrator   9 . 9 5
Gauntlet   9 . 9 5
Hawkquest  1 6 . 9 5
Jewels of Darkness SOLD OUT
Flight Simulator II   2 4 .9 5
Plastron   9 . 9 5
Warship   1 9 . 9 5
The Count ...........   4 . 9 9
Bop 'n' Wrestle   9 . 9 5

Joe Blade II   2 . 9 9
Space Rider Jetpac Co. 2 . 9 9
Ninja Commander   2 . 9 9
Chuckle Egg   3 . 9 9
Who Dares Wins II  1 . 9 9

ADVENTURE/STRATEGY
Cass Dis k

Flight Sim. Scenery Disks 1 4 . 9 5
(Please phone)

Duestron  9 9 5
Field of Fire   7 , 9 5
Hollywood Hijinx ....... 9 . 9 5
Jirtxter . . . . .  . . . . . .  ,  1 4 . 9 5
Lancelot „  „  ........ 1 1 . 9 5  11.95
Tine & Magrk 1 1 . 9 5  11.95
Lurking Horror   1 1 , 9 5
Ingrid's Back  1 1 . 9 5  11,95
Guild of Thieves 1 4 . 9 5
Knight Ore 1 1 . 9 5  11.95
Cloak of Death 2 . 9 9
The Golden Baton •  2  99
Gunslinger   9 9 5
Eternal Dagger _ ........ ....... 1 4 . 9 5
Saigon 3 Chess . . .  1 4 . 9 5
Thealre Europe  1 1 . 9 5
Carrier Force .........   l e  95
Panzer Grenadier 1 6  95
Balliecrusier ........ 1 6  95

19.95
9_95
9.95

221B Baker Street
Vietnam •  .......
Conflict in Vietnam   1 1 .
Crusade in Europe   1 1 . 9 5  14 95
Decision in the Desert 1 1 . 9 5  14 95
Colossus Chess 4 8 , 9 5  12.95
Kennedy Approach 8 . 9 5  12.95
Hawkquest . .  .....   9 . 9 5  16.95
Cutthroats _..... • ... .   9  95
Zork 1 . . . . . . . . . . . . . . . . . . . . 9 9 5
Spelibreaker ........ 9 . 9 5
The Count . . . . . .  4 . 9 9
Pirate Adventure .  . .  4 . 9 9
Scapeghost 1 2 . 9 5  12.95
Silicon Dreams ..... ... .. 1 2 , 9 5
Rebel Charge . .  .. ... • 1 9 . 9 5
Gettysburg •  ... .. .. .  ..   19.95
Super Huey „    9 . 9 5  11.95
Scott Adams adventures on cassette at
C2.99 each - phone

)(LAE CARTRIDGES
Missile Commaeil
Donkey Kong
Pengo
Pole Position •
Star Raiders
Ms Pacman
Eight NightStar Raiders 11
Loderunner

XC12 Cassette Recorders

9.95
12.95
/2 95
12.95
9 95

12.95
1495
14 95
14 95

P L E A S E  V I S I T  U S  A T  A M S  4
FULL RANGE OF ATARI 2500 CARTRIDGES IN STOCK

219/221 Cannock Road, Chadsmoor, Cannock,
Staffordshire, WS11 2D0

Telephone (0543) 466577/8/9

TOP 10 ROMS

Star Raiders  9 . 9 5
Robotron   9 . 9 5
Donkey Kong Jr.  1 2 . 9 5
Desert Falcon  1 4 . 9 5
Ms. Pacman  1 2 . 9 5
Designers Pencil   9 . 9 5
River Raid .........   8 . 9 5
Rally Speedway   8 . 9 5
Pole Position  1 2 . 9 5
Donkey Kong   1 2 . 9 5

Gauntlet   2 . 9 9
Living Daylights   2 . 9 9
Pro Golf   2 . 9 9
Ghostbusters   2 . 9 9
Speed Ace   2 . 9 9

)(LAE CARTRIDGES
One on Die Basketball 1 4 . 9 5
Battlezone. .  ' . . . .  ,  14.95
David's Midnight Magic (Pinball) 1 4 . 9 5
Archon r • •   1 4 . 9 5
Rescue on Fractures ......  1 4 . 9 5
Baliblazer . . . .  ....... ........ .........  1 4 . 9 5
Blue Max ........... 1 4 . 9 5
Defender   9 . 9 5
Galexien 9 . 9 5
American Football .............. ...... 9 9 5
Tennis .  9 . 9 5
Moon Patrol  1 2 . 9 5
Rohotron 2084 . . „  1 2 . 9 5
Joust . . . . . . . . . .  ....   1 2  95
Hero   8 . 9 5
River Raid ............... ....... 8  95
Mega Mania
Dreadnought Factor
Designers Pencil
Rally Speedway
Miner 2049er ....................
.Eastern Front 1941 .............
Food Fight

Rockford
System 8 Ponli.
Green Beret •
BMX Simulator
Phantom
Transm1.11C1
Panic
On Cue
Jocky Wilserfs Darts
Little Devil
Screaming Wings
Domain of the Undead
Space Lobsters
Planet Attack ..................

Chuckie Egg
Dreadnaught
Casino Roulette

ViSA

8 9.1
8.95
9 95
8.95
895
8.95
895
8.95

UTILITIES
ROM Dis k

Mini Office II   1 4 . 9 5
Mari Writer   2 9 . 9 5
Atari Writer Plus   2 9 . 9 5
Microsoft Basic II   1 9 . 9 5
Silent Butler - Personal Fiance 1 6 , 9 5
Planetarium ........... •  1 6 . 9 5

BUDGET CASSETTES
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2.99
2 99
799
2.99
299
2.99
299
2.99
3 99
2.99
2 99

1050 Disk Drives • please telephone for stock details

SPECIAL OFFERS
OCTOBER '90

Pacman (ROM)   5 . 0 0
Joust (ROM)   5 . 0 0
Food Fight (ROM)   5 . 0 0
Sargon III Chess (0)   7 .50
Eternal Dagger (D)  5 . 0 0
Silicon Dreams (D)   7 , 5 0
Silicon Dreams (Cass.) 5 . 0 0
Colossus Chess IV (Cass.) 4 .00
Spy vs Spy Trilogy (Cass.) 5 . 0 0

Kickstart   1 . 9 9
League Challenge  1 . 9 9
Spooky Castle   1 . 9 9
Gunfighter   1 . 9 9
Pro Mountain Bike Sim. 2 . 9 9

BUDGET CASSETTES

LAplOthily  V t
.
d i  1  
2
.
9
9

Microrythym 2 . 9 9
Robot Knights 2 . 9 9
Survivors .  2 . 9 9
Nucleus . .  • 2 . 9 9
Cosmic Pirate   2
9 9Last V8 _  ...... ,•_.., . ,   2 . 9 9
Grand Prix Simulator 2 9 9
Footballer of the Year 2 . 9 9
Mr Dig   2 . 9 9
180 2 9 9
Whirlynurd 2 . 9 9
Warriors of Has 2  99
Tapper .  2 , 9 9
Death Race 2  99
Pro Mountain Bike Simulator   2 . 9 9
Spellbound   2 . 9 9

2 . 9 9
Mad Jax   2 . 9 9
War Coplor   2 . 9 9
Space Wars 2 . 9 9
Speedrun   2  99
Invasion ...... ...... •.. ... 1 . 9 9
Daylight Robbery 1  99
Spooky Castle ..., .  •  . .  ....... 1 . 9 9
Molecule Man .................. ...... 1  99
Pothole Pete .  .... ..,..„._. ....... ...... 1 . 9 9
Feud   1 9 9
Crack Up ..................................1 . 9 9
River Rescue   1 . 9 9
Crystal Raider .... ........ ....... ... .... 1 . 9 9
Storm   1 . 9 9
Gunlaw 1  99
Action Biker ....... „ 1  99
Desmonds Dungeon . . . . . . . . . . . . . .1 . 9 9
Leapster . . . . . .  „. ,.. 1 . 9 9
Special Delivery .  ... 1 . 9 9
Joe Blade .. „  1 . 9 9
Tanium . . . .  ......... ..... .... .... .  1 . 9 9
Powerdown 1 . 9 9
Grid lain ner 1 . 9 9
Sub Commander   1 . 9 9
Dawn Raider  1 . 9 9
Soccer 1  99
Bomb Fusion   1 . 9 9
Periscope Up 1 . 9 9
Dizzy Dice   1 . 9 9
Milk Race 1 . 9 9
Winter Wally .  ....... ..................   1.99
I .A. SWAT   1 . 9 9
Rogue   1  99
Football Manager ...... ..............   2 _ 9 9
Encounter   2  99
Las Vegas Casino   2 . 9 9
Fruit Machine Simulator   2  99
Timeslip .  ..... ...,............ .............   2 . 9 9
Dreadnaught   2  99
Roulette Simulator   2 . 9 9

Add 50p to orders less than E 5.00. All prices correct at
time or going to press. Access or Visa orders welcome.

Please add El per item for overseas
Please make Cheques or Postal Orders payable to

"MILES BETTER SOFTWARE'
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ATARI ACES
A 'master games' collec-

t ion f rom U.S_Gold
featuring three oldies

f rom Sega - the company  in-
famous for produc ing lack-
lus t re mic ro conversions of
their conversely spectacular
arcade machines  - and a
fourth of fering f rom Data soft.
The lat ter.  a mult i-sc reen
arcade adventure s tarring
Johns ton McCulley 's  legen-
dary  masked c rusader ZORRO
is (not surpris ingly ) the high-
light  of  this compilat ion.
Zorro's  quest  is to rescue a

beaut iful senorita who has
been k idnapped by the evil
Sergeant Garcia,  The perilous
iourney  leads t hrough a vane

Title: A T A R I  ACES
Publisher LI.S.Goici
Price: S 4 . 9 5  cassette
Players: 1 / 2
Loading: 10'4,5t (max)

Reviewed by Paul Rixon

A
R
C
T
I
C  
A
N
T
I
C
S  
i
s  
t
h
e

t hird game in Firs t
Star's Spy vs Spy

series featuring the two zany
secret agents - one dressed in
black. the other in white -
f rom the American comic
MAD.  The original f ull-priced
game and its fi rst  sequel have
been on sale for some t ime
but .  courtesy of  Hi Tee, you
can now obtain the complete
t rilogy in budget  packaging.
In Arc t ic  Ant ics your spy's

miss ion is to locate and
launch an inter-galac t ic  rocket

42 I 5 s u e  46 - New Atari Lhei

ty of  locat ions and Zorro mus t
ut ilise numerous  objects be
fore gaining access to the
damsel in distress. The com-
binat ion of  pleasant graphics,
reasonable sound and some
Ingenious puzzles result  in a
challenging and addict ive
adventure.  however,  disk
drive owners  would be wise to
seek out  the disk version of
Zorro whic h incorporates  a
number  of extra surprises.
Sega's UP 'N DOWN is poss-

ibly one of the strangest
arcade games ever - the aim is
to cont rol your 'Baja Buggy'
through a scrolling, zig-zag-
ging raceway whils t  collect ing
a series of  flags f rom the road-
side. Oppos ing pick -up t rucks
and 'wedge cars' seem to
materialise f rom thin air and
head s t raight  towards  you, in-
tent on fatal collis ion.  You can
Jump to avoid t hem but  the
consequence of  a mis -t imed
landing can prove equally  un-
pleasant!  SPY HUNTER is

before a blizzard hits  the Arc-
tic is land where the necessary
components  are hidden.  You
need three objects - an Ent ry
Punch Card,  Guidance Gyro-
scope and Uran ium Fuel Cap
st ile - to launch the miss ile
but  fi rst  you mus t  fi nd the
launch briefcase so you can
t ransport  several items in one
go. •[here are a number  of
nat ural hazards such as Wiz
zards, deep snow and t hin ice
but  the biggest irr i t at ion is
y our opponent .  either compu-
terised or human.  whose oh-

another car game in which
you endeavour to manoeuvre
a turbo-charged spy mobile at
high speed whils t  pursued by
enemy agents who are hell
bent on your destruction. The
game is played from an over-
head viewpoint (to the melodic
tones of Duane Eddie) and the
action unfolds over a con-
stantly scrolling landscape
with forked junctions, icy
roads and enemy helicopters
adding to the excitement.

On a completely different
note, TAPPER places you in
command of a frenzied barten-
der in his quest to sling sodas

jective is the same as yours!
Only one of you can win the
game. so it may be necessary
to lay traps or even engage in
a one-to-one snowball fight!

The graphics are almost iden-
t ical in style to the original
Spy vs Spy games. The screen
Is split into two windows giv-
ing each player a side-on.
semi 3-0  view of the action.
The scenery scrolls as you run
from one location to another
and you can also move ' in' and
'out ' of the screen to other sec-
t ions of  the is land. I f  you enter
the same area as your oppo-
nent. one window is tempor-
arily  blocked out  so that  both
players have the same screen
view. At the beginning of the
game you can select a variety
of islands as well as the diffi-
culty level - a map is available
to help you navigate the more

at impatient punters and re •
trieve empty  glasses before
they slide off the counter_ You
can dis t rac t  the customers by
calling up the 'danc ing girls '
but  the thirs ty  c rowd isn't
kept occupied for long! Tapper
is an addictive game al though.
like Zurro. it loses out to the
disk original which offers sev-
eral additional screens.
ATARI ACES is well worth the

ask ing price for Zorro alone
and you also get three play-
able arcade games of  yestery-
ear into the bargain_ I f  you ha-
ven't seen these t it les before,
it's t ime to snap t hem up!

s p y  I fs  SPY III
ARCTIC ANTICS

complex layouts.
If you're a fan of the previous

Spy vs Spy titles you will be
overjoyed with Arctic Antics
since it has all the charm.
challenge. fun and addictive-
ncss of its predecessors. I f you
haven't experienced any of
them, I can highly recommend
the complete trilogy. One
minor drawback is that Arctic
Antics is a long, long, loader
with lots of rewinding and
waiting involved. Al though the
game itself is well worth the
hassle, impatient disk drive
owners would be well advised
to search for the disk  original!

Title: S P Y  VS SPY III
Publisher: Hi Tec Sof tware
Price: E 2 . 9 9  cassette
Players 1  /2
Loading: 2040 '

Reviewed by Pout Rixon
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amongs t  the most
prolifi c  8-bit  sof tware

houses and brought  a s t ring of
top-notch games onto the
market .  Byte Back  are now re-
issuing the majorit y  of this
range at budget  prices, spell-
ing excellent news for game-
starved Atarians  who now
have a chance to pick up some
excellent qualit y  sof tware
wit hout  pay ing the once cus-
tomary  high price for it. I n the
case of  DREADNOUGHT.  I 'm
riot  sure that  Red Rat  ever got
around to an offi cial release,
so its appearance on the Byte
Back label is especially wel-
come.

Title: D R E A D N O U G H T
Publisher By te Back
Price: E . 2 . 9 9  cassette
Players: 1
Loading:  2300 '  (phew! )

Rev iewed by Paul Rixon
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agined EXPLOI)ING
WALL to be a Karate

s imulat ion (perhaps I was
t hink ing of Way  of  the Ex-
ploding Fist on  the Conuno-
doorstop!), and was therefore
a bit  disappointed when it  t ur-
ned out  to be a clone of  Im-
agine's Arkanoid!  There's no-
t hing wrong with Arkanok l of
course. but  wit h its recent  re-
release in budget  format  and
At lant is  Software's s imilarly
styled Crac k -Up threatening
close compet it ion,  there's  not
exactly a games shortage for

The story would have you be-
lieve that  an underwat er city
is being attacked by aliens.
Only  you have access to civil-
isat ion's most  powerful
weapon - the Dreadnought  -
and yes, only  you can use it  to
secure the surv ival of  your en-
dangered planet .  Well,  believe
it  or not, this  is ac tually  the
bui ld-up to a s ubmarine adap-
tat ion of  Defender, the classic
Atari arcade hit  which spaw-
ned a number  of clones in-
c luding the fabulous  Dropzone
- one of  the best Atari shoot
'em ups  ever! For those not
f amil iar with this  popular for-
mat ,  the idea is basically to
zoom around a horizontally
scrolling playfi eld blas t ing

a‘es  of at tack ing craft as
they head towards  you. You
have to be quick  to avoid t hem
as any contact wit h the adver-
•ary  is ins tant ly  fatal.
Visual delights  inc lude well

animated players, a topically
edged backdrop and a superb

fans of  the original arcade hit
Breakout !
Breakout .  or Exploding Wall

for that  mat ter,  is the game in
whic h you have to knock
down rows of  bricks by mov ing
a bat  across the screen so that
a t iny  mov ing ball is prevented
f rom escaping. I f  the ball des-
troys a brick,  you've won a
point ,  but  if  the ball t ravels
past y our bat then you've lost
a life - It 's really  as s imple as
that !  Arkanoid was the game
that  int roduced a host of  dis-
t ract ions to liven up the ac-
t ion, and they 're all here in

Status panel below the main
play ing area. The highlight  of
the graphics  is the s t unning
result  of  a hit  by an alien craft
or miss ile - the Dreadnought
explodes into a colourful,  glit -
tering fountain of fragments.
The sound adds a f urt her
spark le to the presentat ion
wit h plenty  of atmospheric
noises and a liberal select ion
of effects. In fact, the only  cri-
t ic ism I could level at Dread-
nought  doesn't  concern the
game itself  but rather the
method of  product ion.  The in
credible loading wait  of  over

MEL"111111

twenty  minutes  is ent irely  due
to the program format  hav ing
long inter-record gaps, a f rus-
t rat ing and unnecessary bur-
den on the user.
Byte Back  have thus  far pro-

duced a mixed bag of goodies
and not-so-goodies for the
Atari,  but  in adopt ing a sub-
s tant ial port ion of  Red Rat 's
out put  f rom the past few years
they have acquired an unbeat -
able range of  high qualit y  soft-
ware whic h is assured a posi-
t ive recept ion f rom all concer-
ned. Dreadnought  is one of
the best.

EXPLODING WALL
Exploding Wail - aliens  float
around each screen and can
deflect the ball when you least
expect it ,  and bonus  capsules
float int ic ingly  towards  you.
The lat ter can prov ide you
wit h laser fire, missiles,  speed
cont rol and extra lives or
cause the ball to split  into sev-
eral pieces. This  can be useful,
but  you mus tn' t  forget the
ult imat e aim to keep that  ball
in play!
Exploding Wall dif fers s light ly

f rom its predecessors in that
the playfi eld stretches over
two screens, sc rolling horizon-
tally  as you guide the bat f rom
side to side. l 'he graphics
aren't  as good as the Arkanold
scenery, but  are beyond crit ic -
ism generally  and inc lude
some impressively  animated
fuji symbols  on the int roduc -
tory screen! Unfortunately .  the
colours  and backdrops are
ident ical t hroughout  all twen-

ty levels - some variat ion here
would have added a profes-
s ional touch to the presenta-
t ion. The sound is adequate,
though only  just !
I fi nd it  diffi cult  to get very

excited about  Exploding Wall -
i f s  by no means  a bad game
(albeit not  a Karate one!) but  it
offers nothing really  new over
Crac k -Up and falls well short
in matching Arkanoid on style.
Not to wo n
-
v .  
h o w e
v e r  
-  
I  
h e
a r

Byte Back  have re-released
the bulk  of  Red Rat 's sof tware
range at budget  prices, inc lud-
ing Speed Run and Sc reaming
Wings.  I f  you don't  have these
goodies already, I 'd advise you
to make amends!

Title: E X P L O D I N d  WALL
Publisher: Byte Back
Price: 1 . 2 . 9 9  cassette
Players: 1
Loading:  1345 '

Rev iewed by Paul Rbton
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XR 7 5  O S ( t )  = "  " : 0 S ( N O * L 0 ) = "  " : 0 5 ( 2 ) = O S : R S
=0S:W1S=OS;H25=0S:BLS=OS:GOSU8 1 0 0 0

TM 1 0 8  G R A P H I C S  1 8 ! P O K E  7 8 0 . 1 3 8 : P O K E  7 0 9 ,
5 4 :P DX E  7 1 1 ,  28 ; GOSUB O RK : R t 2

ZC 1 1 8  C O L O R  4 3 : P L O T  1 . 0 : D R A W T O  1 9 , 0 : D R A W
TO 1 1 0 : D R A W T O  1 , 1 0 : D R A W T O  1 , 1

G J 1 1 5  P O S I T I O N  S .  2  :?  U b ; " p l a y  a  g a m e " : P O
S I T I O N  5 . 5 ; ?  4 6 ;  "H a k e  a  fi l e " : P O S I T I O N

5 , 8 : ?  N 6 : " e n d  p r o g r a m "
SF 1 3 0  P O S I T I O N  2 , 1 1 :
7  N 6 * " M E n M a n  
T H E N  
S t

a r t " ;  :C C = 1 3 9 :G O S U 6  1 6 0
NU 1 3 5  I F  P E E K ( 5 3 2 7 9 ) = 6  O R  5 T R I G ( 0 ) = 0  T H E

M G O T O  R * 1 8 0 0
H I  1 4 0  I F  P E E K ( 5 3 7 7 9 ) ( ) 5  A N D  S T I C K ( 0 ) ( ) 1 3

AND S T I C K ( 0 ) ( ) 1 4  T H E N  1 3 5
I N  1 5 0  C C = 3 2 : G O S U B  1 6 8 : C C = 1 3 9 : R m R + 3 ; 1 1
,  R )8 T H E N  R = 2
EU 1 5 5  GOSUB I  60 : FOR D . 1  T O  7 5 : S O U N D  0 , 3 8

. 1 8 , 1 2 : R E k T  0 : S O U N D  8 , 0 , 0 , 0 : G O T O  1 3 5

cont inued 4 r

A
Ann 0  Driscoll presents
a quiz program for
children of  all ages

ARNIE is a s imple quiz /educat ional type program suitable for
children of  all ages s ince you create your own word lists
according to the abilit y  of  your child.  The program inc ludes an
easy to use quest ion maker.
The aim of  the game is to get the lit t le alien, Arnie.  f rom the

top of  the screen to his spaceship. the ARN 1. at  the bot tom.
To do t his  you mus t  move him t hrough a number  of doors.
each of  which is  unlocked when two quest ions are answered
correctly. When you reach a door t ry  and move through it  and
the fi rst  of  the quest ions wil l  appear.  The answers  are given as
'mult iple choice ans wers  and it  is s imply  necessary to press
the number  key for the answer required.  I f  both quest ions are
answered correct ly,  Arnie can cont inue to the next door unt il
fi nally  he makes it  out  to his ship.

MAKING UP QUESTIONS
The disk for this issue contains two ready made question

files. EUROCAP,  a quiz  on the capitals  of European count ries
and WORDS.  a sort  of  spelling test us ing homony ms  - the ones
that  sound alike such as they re/ t here/ t heir.  You can however
easily set up your own quest ion fi les each containing 20
quest ions and answers  by us ing the Quest ion Mak er inc luded
in the program.  The screen prompts  should make this  opt ion
easy to use. even for beginners.
Quest ions may  be typed in any format  but  if  all of  your

quest ions start  in the same way. (e.g. Give the chemical sym-
bol f or W h a t  is the capital of  e t c . ) .  you should select the
Fast Ent ry  opt ion and then the opening phrase only  has to be
typed in once instead of  20 t imes.
That  s about  it  - t he program Is s imple to use and should

prov ide a nice challenge to all ages. depending on how diffi cult
you mak e the quest ions. You can use it for fi rst reading,
spelling tests, foreign languages.  in fact any type of  learning.
All vou have to do is prov ide the quest ions and answers.
The program will work  wit h cassette as well as disk  and wil l

run o n
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9
8
1
1
1
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H I R I c H
‘
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N S  
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O  
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R  
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O  
S
U
M
O
'
.

, , r  : r  : . •  : P  : I  : *  : *
1 .  S I T E
2 .  S I G H T
3 .  C I T E



C I  1 6 0  CO I O R C C : P L O T  4 . R - I : D R A W T O  1 6 , R
-
I :

DRAWTO 1 6 , R * 1 : D R A W T O  4,1/ -0-1:DRAWTO 4 , 8 :
I U R N

SA 3 7 8  R E M
FP 4 7 9  R E M
LS 3 8 0  O S C L O * C S - 1 1 + 1 , L O s C H
-
1 1
4
L E N C A S : ) = A S

: R S E L A * ( N - 1 ) + 1 , L A * ( N
-
1 ) + L E N C O S ) ) = O S

FJ 3 8 5  W I S I L A M ( S - 1 . ) 4 1 , L A m ( N
-
1 ) + L E N ( C S ) ) = C

S : W 2 S t t A m C N - 1 1 1 . 1 , L A m C N
-
1 ) . L E S C
0
S
) )
= D S :

RETURN
OW 3 9 9  R E M

F L I  T H  T R  P I 'S

SCR E N  R O  T I N

PY 4 0 0  FO R  W = 1  T O  LE N I S C S / : P O K E  5 C 4 3 6 0
-
0
-
W ,

A S C C S C S ( W , W ) )
-
3 2

GT 4 1 0  I f  J = 1  T H E N  S O UND 0 , P , 1 0 , V : F O R  D = 1TO 2 8 : N E X T  D: S O UND 0 , 0 , 0 , 0HT 4 2 0  N E X T W : J = 0 : R E T U R SI T  4 4 0  P O KE  1 6 , 6 4 : P O K E  5 3 7 7 4 , 6 4 : F O R  P = 1 0 0TO 0  S TE P  - 4 : S O U N D  0 , P , 1 8 , 1 2 : S E X T  P : R

ETURN

PE 4 5 0  FO R  D J  T O  2 0 : I F  P E E K ( 5 3 2 1 9 )
0 6  A N

D S T R I G C 0 ) < ) 0  TH E N  NE X T D : P O K (  7 5 5 , 2
-
P

E E K( 7 5 5 ) : G O TO  4 5 eNG 4 6 0  P O P  ; P O K E  7 5 5 , P P : R E T U R NET 4 7 e  G RAP HI CS  0 : D I = P E E K C 5 6 0 ) + 2 5 6 * P E E K ( 56 I ) : P O K E  D I 4 6 , 6 : P O K E  D I f 7 , 7 : P O K E  7 1 0 , 0:POKE 7 0 8 , 5 4 : P O K E  7 0 9 , 2 6DX 4 8 0  G O SUB O RK:P O KE  8 2 , 0 : P O K E  8 3 , 3 9 : P O KE 7 5 2 , 1 : R E T U R NOE 4 9 0  FO R  I f = i 6  T O  2 0 : P O S I T I O N  0 , 1 2 ?  B I S :NEXT Y : P O S I T I O N  0 , 1 6 : R E T U R N
JR 5 9 9  RE M  N A M E  c
.  
D I R E C T O R Y

KM 6 8 8  P O S I T I O N  0 , 1 2 : ?  O S : "  TA P E  O R  D I S K

I T / 0 1 * " ; B I S ( 3 0 )

PM 6 1 0  G E T 1 6 3 , K E Y : I F  K E Y 0 8 4  A N D  K E Y ( > 6 8THEN 6 1 0PO 6 1 5  P O S I T I O N  8 , 1 2 : I F  K E Y = 6 8  THE M  F I L E S( 1 , 2 ) = " 0 : " : G O T O  6 3 0PR 6 2 0  F I L E S = " C : " : ?  " I n s e r t  t h e  t a p e  a n dp r e s s  P L A Y  " J : X F  0 S C 1 , 1 ) = " S "  TH E N  9" 9 9 9 9  &  RE CO RD";DC 6 2 5  ?  : ?  " t h e n  p r e s s  RE TURN o n  t h e  c o m

p u t e r . " : R ( T U R N

PO 6 3 0  ?  " I N P U T  F i 1 e n a m e " ; O L S C 2 5 ) : I F  5 5 ( 1. . 1 ) = " L "  T H E N  P O S I T I O N  1 5 , 1 2 1 ?  " I t y p e  DI R  f o r  fi l e  l i s t ) "LH 6 4 0  P O S I T I O N  0 , 1 5 : ?  " 0 : " ; : I N P U T  O 1 6 ; A 5I F  A S = " D I R "  A N D  1 1 5 C 1 . 1 ) = " 1 . "  T H E N  6 6 8SM 6 5 0  F / L E S C 3 l = A S : G O T O  6 9 8NJ 6 6 0  CLO S E  88210PEN 3 4 2 , 6 , 0 , " D : * . A R S " : P O SI T I O N  8 , 1 2 :
-
)  
" P U S
H  
S P A
C E  
T
O  
C Y
C L
E  
M
W

gUE O C.  TO  P I C K  " : D I R = - IEU 6 6 5  I N P U T  1 2 2 , A S I D I R = D I R f 1 : I F  L E N ( A 5 ) ( 17 T H E N  LN = 6 6 0 : G O TO  9 3 0OU 6 7 0  P O S I T I O N  0 , 1 5 : ?  " F I L E N A M E  " : A S :3 , 1 0 ) : G E T  O 3 . KE l e :O N K E Y = I 5 5N K E Y = 3 2  G O TO  6 6 5 : G O TO  6 7 0JE 6 8 0  FO R  N = 3  T O  1 0 : I F  A S ( N , S ) = "  "  T H E NF I L E S C 3 ) = A S ( 3 , N
-
1 ) ; P O P  : G O
T O  
6 / 0

SH 6 8 5  N E X T N : F I L E S ( 3 ) = A S I S , 1 0 )DX 6 9 0  Fi LE S ( LE N( FI LE 5 ) +1 ) =- . 4 Rm n: RE Tu8 m
I D  7 5 9  RE M  / N / O U T  A N D  C I O
CPU 7 6 0  A = A D R ( 0 5 ) : L= LO N N O : G O S U D  7 8 0 : 1 1
-
z A D R (

RS ):L=LAw NO :G O S UB 7 8 0 : A = A D R ( M I S ) : 5 0 5 0 0
7 0 6 :A=ADR(W 2 S ) :G O S UO  7 8 8

MR 7 7 8  CLO S E  M I : R E T U R N
PE 7 8 0  I 0 C 8 = 8 4 8 : P O K E  I O C 6 + 2 , F : H I = I N T ( A / 2 5

6 ) : 1 0 = A
-
H I N 2 5 6
: P O K E  
I 0 C 0
4 . 4 .
1 0 : P
O K E  
I
O
C

B * S , H /
ZU 7 9 0  ) 1 1 2 = I N T ( 1 / 2 5 6 ) : 1 1 . 0 2 = 1 .
-
2 5 6 * H 1 2 : P O K E

I 0 C 0 + 8 , 1 0 2 : P O K E  1 0 C 1 3 4 9 , H I 2 : I = U S R ( A D R ( "
hhhl a . V I n")  , 1 6 )  :RE TURN

FW 8 9 1  RE M
HG 9 0 0  P O S I T I O N  0 , 1 8 : ?  " E R R O R  " ; P E E K ( 1 9 5

) ; "  a t  l i n e  " : P E E K ( 1 8 6 ) + 2 5 6 s P E E K ( I
8 7
) ;
" ! ! !  P u s h  a  k e y " : 6 0 T O  9 5 0

MI  9 3 0  P O S I T I O N  0 , 1 6 : ?  " N u m b e r  o f  fi l e s  f
ound =  " : D I R :
?  " P u t  
i n  
a n o t
h e r  
d i
s k  
a
n

d p u s h  a  k e y "

TR. P S  AND E RRO RS

GOTO 6 8 0 : 0

ARNIE
GET U 3 , K E Y : C LO S E  U l : C L O S E  112 :FO R Y
TO 1 9 : P O S I T I O N  8 , Y : ?  B I S : : N E X T
I N
REMIMIAMRAM14

1 8 0 0  G O SUB S C R S : P O S I T I O N
n c i n g " : P O S I T I O N  2 6 , I : ?  " a

MF 9 5 0
=1 5
OTO

V (  1 9 9
I P

UC 1 0 2 8  ?  "  A r n i e  t h e  a l i e n  c a s e  t o  e a r t h
t o  l e a r n  a  f e w  t h i n g s .  U n f o r t u n a t e l y ,
he f e l l "

WE 1 0 3 0  ?  " f o u l  o f  a n  e v i l  w i z a r d  WhO  I O C
k od h i m  I n a  m a g i c  p r i s o n .  T h e  o n l y  w a y

he c a n  g e t "
WO 1 0 3 5  ?  " o u t  i s  b y  a n s w e r i n g  s om e  q u e s t

i o n s .  I t  t a k e s  2  c o r r e c t  a n s w e r s  t o  m
a k e  a  d o o r  d i s a p p e a r . "

BT 1 0 4 0  ?  : ?  "  I f  y o u  P LA Y  A  GAME y o u  c a n
h e l p  A r n i e  g e t  b a c k  t o  h i s  s h i p  b y  s

e l e c t i n g  t h e "
VV 1 0 4 5  ?  " r i g h t  a n s w e r  f o r  h i m .  I f  y o u  M

AKE A  F I L E y o u  c a n  s e t  u p  a  r e c o r d  w i t h
d i f f e r e n t "

GC 1 0 5 0  ?  " q u e s t i o n s  a n d  a n s w e r s . " : P O S I T I
ON I 0 , 2 0 : ?  " W a i t  a  j i f f y . . . "

0 0  1 8 6 8  S O = 1 5 2 : P O KE  1 0 6 , 0 1 8 - 1 : R A M O = N O * 2 5 6
BP 1 0 0 0  RE S TO RE  9 0 0 0 : F O R  N = I  T O  3 4 : R E A D  M

C : M C S ( N , N ) = C H R S ( M C ) : N E X T  N: M = US RCADR( M
CS ) . RAMO )

ES 1 8 9 8  FO R  N = I  T O  1 2 N 8 : R E A D  DTA: P O KE  R A M
0 4 . 1 6 -1 4 . N. DTA:P O S I TI O N 2 7 , 2 0 : ?  I N T ( 1 2
-
1 4
1 8 ) ; "  " : : N E X T  M

Z I  1 1 0 0  P O S I T I O N  1 0 , 2 0 : ?  " P r e S s  . S T A R T  t
o b e g i n " : P P = P E E K C 7 5 5 ) : G O S U B  F I S H : P O K E
5 3 2 7 9 , 7 : R E TU R N

GO 1 9 9 9  R E M
FG 2 8 0 0  G O SUB S C R N I P O S I T I O N  2 5 . 1 : ?  " p l a y

a g a m e " : P O S I T I O N  0 „ 4 : 7  D e l $ : ?  " M o v e  Am n
i e  w i t h  t h e  j o y s t i c k .  B r i n g  h i m "

SU 2 8 1 8  ?  "TO WARDS  a  d o o r  t o  m a k e  a  q u e s t
i on  c o m e .  S e l e c t  y o u r  a n s w e r  b y  p r e s s i
ng i  2  o r  4 "

ST 2 0 2 0  ?  D A S : I F  6 = 0  TH E N  ?  " Y O U  m u s t  b o a
d a  q u e s t i o n  fi l e  fi r s t . . " : ?  DAS :G O TO
2 0 0 0

RK 2 0 3 0  ?  U s e  t h e  s a m e  q u e s t i o n  fi l e  C Y /
111?":? 0 4 $

JU 2 0 4 0  G E T U 3 , K E Y : I F  K E Y < > 7 8  A N D  K E Y < > 8 1
THEN 2 8 4 0

BU 2 0 5 0  P O S I T I O N  3 5 , 9 : ?  " N O " : X F  K E Y = 8 9  T M
EN 2 1 0 0

LY 2 e 8 e  L N = 2 0 0 0 : T R A P  / 0 0 : 8 $ = " L O A D I N G  FRO M
":G O SUB FNAM:O P E N O 1 , 4 , 0 , F I L E S : F = 7 : G 0 5
US I N O U T

TS 2 0 9 9  R E M  - - -  GAME S CRE E N - - -
GS 2 1 e e  G RAP HI CS  1 : P O K E  7 5 6 , R 4 1 4 8 / 2 5 6 ; P 0 K E

7 5 2 , 1 1 0 1 = P E E K ( 5 6 0 ) + 2 5 6 * P E E K C
5 6 1
) :
5
C
=
P

E E K ( 8 8 ) + 2 5 6 * P E E K ( 8 1 ) : P O K E  D I f 2 3 , 2
AO 2 1 0 5  P O KE  7 1 0 , 8 : P O K E  7 1 1 , 5 4 : P O K E  7 0 8 , 1

36:P O KE 7 0 1 , 2 8
DJ 2 1 1 0  CO LO R 2 : P L O T  0 , 0 : D R A W T O  1 3 , 0 : D R A W

TO 1 3 , 1 6 : D R A W T O  0 , 1 6 : D R A W T O  0 , 0 : C O L O R
3 6 : P LO T I 2 , 1 6 : C O L O R  2

BJ 2 1 2 8  F O R  11=2 T O  1 4  S TE P  2 : P L O T  1 , 0 : D R A
WTO 1 2 , 1 4 : R = I N T C R O D ( 0 ) * 1 0 ) + 2 : C O L O R  3 6 t P
LOT R , N : C O LO R  2 : N E K T  N

WO 2 1 2 5  CO LO R 1 3 3 : p L O T  0 , 2 0 : D R A W T O  1 9 , 2 0 :
P O S I TI O N I 5 , 1 6 : ?  116:"V .  " : C H R S C 1 3 / ; "
: P O S I TI O N 1 5 , 1 5

U1 2 1 3 0  ?  O 6 : 5 P 2 5 : P O S I T I O N
$: CO UNT= 8

EW 2 1 4 8  X 2 = 1 : Y 2 = I : F O R  N = I  T O  N O : F ( N ) = 0 : 0 1 E
MT N : W = 0 : G O TO  2 7 0 8

FF 2 1 4 9  RE M  - - -  P L A Y  LO O P
AT 2 1 5 8  5 = S T I C K ( 0 ) : I F  5 = 1 5  TH E N  2 1 5 0
111 2 1 6 0  X 2 = X 2
4
( 5 = 7 • A N D  
X 2 < 1 9 )
-
( 5 = 1 1  
A N
D  
N

2 ) 0 ) : V 2 = 1 2
,
1
,
C 5 = 1 3  
A N D  
V 2 < 1
7 )
-
0 5 = 1
4  
A
N
D

V 2 > 1 )

I 6 , 0 : ?  " P r e s e
r  n  i  e - : ?

PLAY A  G AME 2 0 0 0

0 0

1 5 , 1 4 : ?  S t 6 ; S P i

continued •
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ARNIE

2 0 5 , 2 3 8 , 2 0 7 , 2 0 2 , 2 8 8 , 2 4 2 , 9 6
SN 9 0 1 9 REM NEW CHAO ACTERs
DX 9 8 4 0 DATA 2

5
5
,
2
5
5
,
1
3
6
,
2
5
5
,
3
4
,
2
5
5
,
1
3
6
,
2

55
Dm 9 0 5 0

1
9
8
5
0

DATA 2 4
.
2 5
5 ,
2 1
9 ,
2 5
5 ,
1 1
5 ,
2 5
5 ,
3 6
,
2 3

GJ DATA 0 , 8 . 2 5 5 , 2 5 5 , 2 4 3 , 2 4 3 , 2 5 5 , 2 5 5
UK 9 0 7 8 DATA 1

2
5
,
1
2
6
,
2
4
,
2
4
,
2
4
,
2
4
,
1
2
5
,
1
2
6

YV 9 0 8 0 DATA 2 5 5 , 2 5 5 , 1 9 5 , 1 9 5 , 1 9 5 , 1 9 5 , 2 5 5 ,
2 5 5

OS 9 0 ' 0 DATA 0 , 2 4 , 2 4 , 2 4 , 0 , 0 , 0 , 0
S I 9 1 0 0 DATA 2 5 5 , 1 3 2 , 1 8 1 , 1 8 1 , 1 3 2 , 1 8 1 , 1 8 1 ,

255
SS 9 1 1 0 DATA 2 5 5 , 4 8 , 1 8 2 , 1 . 8 2 , 2 2 , 2 1 4 , 2 1 4 , 2 5

5
BO 9 1 2 8 DATA 2 5 5 , 2 5 5 , 1 4 5 , 4 0 , 2 8 , 5 2 . 1 6 4 , 1 6 4
XX 9 1 3 0 DATA 2 5 5 , 2 4 3 , 2 5 1 , 2 5 1 , 2 5 1 , 2 5 1 , 1 7 7 ,

2 5 5
QZ 9 1 4 0 DATA 0 , 0 , 8 , 0 , 0 , 2 4 , 2 4 , 4 8
RO 9 1 5 0 DATA 1 2 6 , 5 6 , 1 2 5 , 5 6 , 1 2 6 , 6 6 , 1 2 5 , 5 66

PY 2 1 7 0  P O S I T I O N  X I , Y 1 :
9  
1 8 6 ; 0 1 5 ( 1 / ) : I F  
Y 2

TH EN  W I : G O T °  2 4 0 0
EG 2 2 0 0  L O C A T E  K 2 , V 2 , C
SG 2 2 1 0  I F  C = 2  O R  C = 3 6  T H E N  S O U N D  8 , 1 5 0 , 1

0 , 8 : F O R  0 = 1  T O  2 0 : N E X 1  D : S O U N D  0 , 0 , 0 , 6
: X 2 = K I : Y 2 = Y 1 ; I F  C = 2  T H E N  2 2 0 0

AT 2 2 7 8  I F  C = 3 6  TH E N  P O S I T I O N  M I , Y 1 :
9  n 6 ;C H A S C 1 3 1 ) : I F  CO UNT<NO  TH E N  GOSUB 2 3 0 6
ON 2 2 9 0  P O S I T I O N  X 2 , Y 2 : ?  1 4 6 ; C H R 5 ( 1 3 1 ) : X 1 =

142:Y1=Y2:G O TO  2 1 5 0
OK 7 2 9 9  R E M  - - -  A S K  Q U E 5 TI O N  - - -
JW 2 3 0 0  Q = I N T C R N D ( 8 * N 0 + 1 3 ; I F  F ( 0 ) 0 0  T H E

M 2 3 0 0
PL 2 3 0 5  S C S = 0 S ( L 0 * ( 0 - 1 ) 4 1 , 1 0 * 0 ) : P = 4 0 : 0 = 1 2

: J = 1 : 6 0 5 0 8  P K
La  2 3 1 0  ?  "  I .  " ; : O N  R N D ( 0 ) I 0 . 6 5  G O T O  2 3 2

0 : 0 N  R N /
6
( 0 )
( 0 . 3 3  
G O
T O  
2 3
2 5

MM 2 3 1 5  ?  W 2 S ( I A M ( 0
-
1 ) . 1 , 1 . 0 * 0 ) : 9  
"  
2 ,  
" ; R

S C I A * ( 0
-
1 )
4
1 , L A * 0 )
:
9  
"  
3
.  
" ;
1 I S
( L A
* ( 0
-

1 ) + 1 , L A * 0 ) : F ( 0 ) = 2 ; G o T 0  2 3 3 8
NX 2 3 2 0  ?  R S ( I A * C 0
-
1 ) + 1 , L A * 0 ) : ?  
"  
2 .  
" ; 1 4 1

S ( L A * C 0
-
1 ) + 1 , 1 4
• 0 3 :
9  
"  
3
.  
" ; W
2 S (
L A N
C O -

1 1
1
+ 1
,
1 0
• 0
) :
F (
1 1
) =
1 :
G
O
T
O  
2
3
3
0

RN 2 3 2 5  ?  W I S C I A * ( 0
-
1 ) + 1 , L A x 0 ) :
9  "  
2 .  
" ; W

2 S ( L A
1
I C 0
-
1 3
4 -
1 , L A *
0 ) ; ?  
"  
3
.  
" ;
R
S
( L
A
N
( 0
-

1 )
4
1 ,
L
A
*
0 )
: F
C
0 )
=
3

MB 2 3 3 0  P O KE  7 5 4 , 2 5 5 : G E T  0 3 , K : I F  K ( 4 9  O R
1 0 5 1  T H E N  2 3 3 0

TU 2 3 3 5  S C
5 = B I S :
C o U N T
= C O U N
T
-
1 1 : P O S
I T I O N  
2
0

-
C
O
U
N
T
,
2
0
;
?  
U
6
;
B
I
S
(
3
1
)

FL 2 3 4 0  R = K
-
4 9 : P 0 K E  
5 5 6 ,
R : ?  
C H R S
C 5 2 )
; : I F

R + 1 = P ( 0 )  T H E N  5 1 = 5 1 + 1 : P = i 5 : 5 C S = " C O R R E C
T! " : G O TO  2 3 5 0

HT 2 3 5 0  S C S N O ,  I T ' S  " : 5 C $ ( i 0 ) = R S ( L A * ( 0 -
1 ) + 1 , L A * 0 ) : p , 0 e

F I  2 3 6 8  S O UND 0 , P , 1 0 , 1 2 : 5 C 5 ( 2 5 ) = " E  P RE S S
FI RE  1 " : G O 5 U B  P K : F O R  D = L  T O  2 0 : N E X T  D :
SOUND 0 , 0 , 0 , 0 : S C 5 = 6 L S

YV 2 3 7 0  I F  S T R I G ( 0 / 0 8  T H E N  2 3 7 0
VS 2 3 8 0  7  C H R S C l 2 5 ) ; : G O S U 6  P K : I f  S 1 = 2  T H E

N S 1 = 8 ; P O S I T I O N  X I , Y 1 + 1 : ?  U 6 ; 6 I 5 1 3 9 ) : R
ETURN

UN 2 3 9 0  I F  CO UNT<NO  TH E N  2 3 0 8
PF 2 3 9 5  P O P  : G O TO  2 4 6 8
QG 2 3 9 9  RE M  - - -  GAME O V E R - - -
WA 2 4 0 0  F O R  K = 1 2  T O  1 7 : P O S I T I O N  X , I 7 : ?  U 6

;C H R S C 1 3 1 I ; :S O U N D  0 , 5 8 , 1 0 , 1 0 : F O R  D = . 1  T
O 3 8 : N E X T  D : P O S I T / O N  X , I 7

OR 2 4 1 0  ?  / 1 5 ; 5 I S t 3 9 1 ; : 5 0 0 N D  0 , 0 , 0 , 0 : N E X T

LH 2 4 2 8  FO R  Y Y = 1 4  T O  8  S TE P  -
I : P O S I T I O N  15 , Y Y : ?  U 6 ; 5 P I S : P O S I T I O N  1 5 , V V + 1 ; ?  t 8 6 5

P 2 5 : P O S I T I O N  1 5 , Y V + 2 ; ?  U 6 ; 5 P 3 S
DG 2 4 3 0  FO R  D = 1  T O  1 5 : N E X T  D : P O S / T I O N  1 5 ,

Y 1 4 2 : ?  # 6 ; 0 1 _ 5 ( 3 5 ) : P O S I T I O N  1 5 , Y Y . 1 : 9  U
6 ; 8 1 5 ( 3 5 )

RV 2 4 4 0  P E = P E E K t 7 0 8 ) : 5 O U N D  0 , Y Y N 5 , 1 0 , 1 2 : P
OKE 7 0 8 , P E E K ( 7 8 9 ) : P O KE  7 0 9 , P E E K C 7 1 0 I ; P
ORE 7 1 0 , P E

UI  2 4 5 0  N E X T  Y Y : P O S I T I O N  i 5 . 0 : ?  I t 5 : 8 1 S t 3 5

SR 2 4 6 0  S C S = " A R N I E  S AY S  THANKS  A  L O T  A N D
G O O D O Y E ": I F  W O i  T H E N  s c S ( 1 . 2 ) = " I ' M  S T U
C K H E R E  S O . . "

MC 2 4 7 0  J = 1 ; 6 0 5 U 0  P K : ?  C H R S ( 1 2 5 ) : P O K E  6 5 7
, 6 : ?  " 4 P R E S S  F O R  T H E  M E N U "

P2  2 4 8 0  P P = P E E K C 7 5 5 / : G O 5 U 6  F I 5 H : G = G 4 I : G 0 T
0 1 8 0

BS 4 9 9 9  REM 1 1 1 1 E MI WI I MI E WI FT/ M
0
1 F. 1 1 2 1
ON 5 8 0 8  G O S U B  S C R N : P O S I T I O N  2 5 , 1 :
9  " m a k ea fi l e " : P O S I T I O N  0 , 4 : 7  D O S ; ?  " M a k e  a  f

i l e  o f  2 8  r e c o r d s  a n d  s a v e  t h e m "
MN 5 0 1 0  9  " o n  d i s k / t a p e .  S e l e c t  f a s t  m ode

i f  a l l  y o u r  q u e s t i o n s  s t a r t  i n  t h e
same w a y . "

MY 5 0 1 5  9  O A S : ?  " f a s t  o r  s l o w  m ode ? E F / S /
E S C 3 9 " : 9  D A S : F A 5 1 = 0

I F  5 8 2 0  G E T I 1 3 , K E Y : I F  K E Y 0 7 0  A N D  K E Y 0 8 3
AND K E Y < I 2 7  T H E N  5 0 2 0
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F I R E

PO 5 0 2 5  I F  K E Y = 2 7  T H E M  1 8 0
Y J  5 0 4 0  0 $ ( 1 ) = "  " : 0 $ ( 0 1 0 * I 0 ) = "  " : 0 5 ( 2 ) = O S :

R S = U S : W I 5 = 0 S : W 2 S = 0 5 1 S = O S : I F  K E Y = 8 3  I
H EN  5 2 0 0

JD  5 0 5 0  P O S I T I O N  3 0 , 9 :
9  
" F A S T " ; P O S I T I
O N  
0

, 1 6 :
9  
" I
n p
u t  
t
h
e  
c
o
m
m
o
n  
p
h
r
a
s
e  
(
M
a
x  
2
5

c h a r s i : " :
9  : I N
P U T  
1 1 1
6 ; u
1 6

OL 5 0 5 5  I F  0 1 5 : :
-
.  O R  
L E N ( 0 1 $
) > 2 5  
T H
E N  
P O
S

I T I O N  0 , 1 8 :
9  " 1 2 " ;
6 L S ; B I
S : G O T O  
5 0
5 0

MK 5 0 5 0  O I S ( L E N ( O I S ) + 1 ) = "  " : G O S U B  B I N K : F A
517-1

88 5 2 0 0  ,  C H R S ( 1 2 5 ) ; " R E C O R D  NUMBE R:  " : *  D
0 5 C 2 0 ) : / F  F A 5 T = 1  T H E N  9  O I S

I M 5 2 1 8  P O S I T I O N  0 , 1 5
9  D A S : F O R  
N = 1  
T O  
M O

:P O S I TI O N 1 5 , 0 : 7  N
OU 5 2 2 0  P O S I T I O N  0 , 1 5 : ?  " I N P U T  T H E  Q U E S T '

O N : " ; ?  : I N P U T  U 1 5 ; A S : I F  A S " "  T H E N  5 2 2
0

FC 5 2 3 8  P O S I T I O N  8 , 4 : 7  AS :G O S UB S I N K : ?  " C
ORRECT ANS WE R: " ; : I N P U T  B S : I F  8 S = . "  T O
EN 5 2 3 0

KR 5 2 5 0  P O S I T I O N  0 , 6 :
9  " R I G H T  
A N S W E R :  
" : 8

S ;G O S U B B I N K :
9  
" F I R S T  
W R O
N G  
A N S
W E R
;  
"
;

: I N P U T  C S : 1 F  C 6 =
- -  T H E N  
5 2 6 0

C J 5 2 7 0  P O S I T I O N  8 . 0 : ?  "W R O N G  A N S W E R :  " ; C
S :G O S U B B I N K : ?  "S E C O N D  W R O N G  A N S W E R ;  -
; : I N P U T  D S : I F  D S = " "  T H E N  5 2 7 0

JK 5 2 8 0  P O S I T I O N  0 , 1 0 t ?  "WRONG ANS WE R: " ;
D S :G O S U B B I N K : ?  " A R E  Y O U  H A P P Y  W I T H  T M
I S  R E C O R D  I Y / 0 1 1 ? "

CK 5 2 9 8  G E T U 3 , K E Y : I F  K E Y 0 7 0  AND K E Y
,
0 6 1

THEN 5 2 9 0
NU 5 3 0 0  G O SUB B I N K : F O R  Y = 4  T O  1 0  S TE P  2 : P

O S I T I oN  B L S : N E X T  Y I P O S I T I O N  8 , 1 6
;
9 
B
L
S

SV 5 3 1 0  I F  K E Y = 7 8  TH E N  FO R  D = I  T O  2 5 : S O U N
D 8 , 5 8 , L 0 , 1 2 : N E X T  D: S O UND 8 . 0 , 0 , 0 : G O T O

5 2 2 0
KP s a z e  I F  F 0 5 T = 1  T H E N  0 2 $ = . 0 1 S t O I S ( L E N ( 0 1

$ ) + 1 ) = A S : A S = 0 1 $ : Q 1 S = 0 2 S

F F  5 3 3 0  G O S U B  D A T : F O R  D = I  T O  1 5 ; S O U N D  0 , 2
0 , 1 8 , 1 2 : N E X T  D :S O U N D  8 , 0 , 0 , 0 : N E X T  N

ZG 5 4 0 0  ?  C H R S C 1 2 5 ) ; ; P O S I T / O N  2 4 , 1 ; ?  " s a g
e a  fi l e
n
: P O S I T
I O N  
0 ,
4 :
?  
D
O
S

OF 5 4 1 0  P O S I T I O N  5 , 5 :
9  " N o w  
l e t ' s  
s a v e  
t h

ese  r e c O r d s " : ?  DAS
MG 5 4 2 0  0 $ = " S A V I N G  O N " : 1 . 0 = 5 4 0 0 : T R A P  9 0 0 : 6

05110 FNAM:O P E N U 1 , 0 , F I L E S : F = 1 1 : G 0 5 U 8
I NO UT:G O TO  1 0 0

7 / 9 9  RE M  O r V I M CE UP TI M E NUFFE I M M I N
8 0 0 0  G RAP HI CS  0 : P O K E  7 5 2 , 0 : P O K E  8 2 , 2 : E
NO

CS 8 9 / 1  R E M
RA 9 0 0 8  D A TA  1 0 4 , 1 0 4 , 1 3 3 , 2 0 7 , 1 0 4 , 1 3 3 , 2 0 6 ,

1 5 9
,
0
,
1 3 3
,
2
0 4 ,
1 6 /
,
2 2 4
,
1 3 3
,
2 0 5
,
1 5 2
,
4 , 1
6

0 , 0 , 1 7 7
LT 9 0 1 0  D A T A  2
0 4 , 1 4 5 , 2 0
5 , 1 3 5 , 2 8 8
, 2 4 / , 2 3 8 ,

FY
HY
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contact contact contact.., contact

FOR SALE
1029 PRINTER: Exce!lent corn:n-
eon with ribbons, loads of paper
Tied Font le  chip installed All fully
eoxed with manual. E90 Phone
Darter'. 081 534 3013

VARIOUS 8-B1T: 800XL keyboard
eaultyt, remote control joystick
1 010 tape. 1027 printer !needs
anenlion). lull instructxons, awes-
ories included over 50 tape

games, Midnight Magic ROM. £90
one . Or will swap tor 1029 printer
:working'. Phone 0782 65870e

65XE: Computer with Dala Recor-
der 1050 disk drive, over £250
worth of magazines and software.
selling tor E200. Buyer must col-
lect Contact Glenn on 081 804
7
0
2
0  
a
f
t
e
r  
7  
p
m
.

ATARI 130XE: 1027 peinter 1050
disk drive, 1 010 data recorder.
:ouch tablet, Quick Shot II joyStick.
many items ot software plus DOS
and 90 blank disks. Tel 0533
663218 (11 a re  to 4 prn.t

XE SYSTEM: 130XE. 1050 disk
drive 1029 printer, loystick, track•
ball. 600 46k system. 810 dish
drive. joystick cartridges, leads.
manuals. software and books for
both. E400 the lot or will split by
system. Tel Reading 10734)
340993 evenings

XE GAM ES SYSTEM: 65XE. de•
;few 803 XL. 1050 drive. 1029
printer, light gun SpartaDos X
I ROM). DOS 2 .53  0,!4.0 U .S.
Doubler, software inc. MO2. I P,
Starquake Mercenary. FS2 on
ROM, many others, maps. all ywth
instructions, E300 the tit,  Phone
Andy on 10582) 37603. evenings

800SYSTEM: Atari 800 With 410
and 1050 drive (US Doubler! and
850 interlace and over 150 disks
E230 on o Ca ll 021 440 4623

130XE SYSTEM: with 1050 fitted
wit' Doubler and W,!P switch also
Brother HAS printer with interface,
ots of disks, two disk boxes, joys-
teks. books and mags• E3513 oe  o
Andy 061 793 7705

LIGHTGUN: With Bug Hunt car •
edge Jsed only once. E25. Please
Lontact Richard on 030678 327
after 6 rim )

MAGAZINES: Alt PAGE 6 maga
;ines (44). first issue lo latest. plus
kill Alan User rnagazines 1431 up to
last one published Highest offer
secures Write  to George at 29
Longhouse Lane Poulton Nr,
Blackpool Line s FY6  ODE

XL SYSTEM: BOOXL Computer.
1010 tape recorder (missing pause
button', 1050 disk drive with IS
Plate enhancer touch tablet 2
loysticks. computer desK over 150
disks and cassettes. Alan User
magazines issues 1 to 44 .:NEW
A rARI USER'. Sell for E320 on a.
I el Jonathon on Alton (04201

86895 alter 5.30 pm.

BOOKS: De Re Atari, t i e  The
Cre a te  Atari, e5 Tech. Rel
Notes E l  O. Awn Basic, £5. Map-
prig The Atari (revised), E10 Atari
Games and Recreations. E5,
Buyer pays postage. Phone
George on Blackpool 10253)
.291819

ODDS AND ENDS: Paperbacks
to' Atari 600.800XL. some PAGE 6
PD disks, 8COXL power unit and
modulator, Ferguson MC01 com-
posite video lead, every ATAFIl
USER since December 1905,
5.25' disks. Otlers? Tel. Michael
Newman (02451 268063

ATARI 800: 64k plus 410 cassette
and 1050 drive 'US Doubler) and
850 interlace plus 150 disks arid
manuals. Offers please! Call 021
440 4623

XL SYSTEM: 800XL and XFF551
disk drive used only tor testing an
abandoned hardware project. All
boxed with all manuals. E135
ovno Please write: Fred South-
well. 40. Downsview, Smaildole.
West Sussex

65XE COMPUTER: With XC12
dalaccider. joystick and over E50
worth or software Still with Original
box Otters around E100 please,
Write to Karl Thwatles. 29 Alder
Hey Road. St. Helens, Merseyside

PRINTER.'PLOTTER: 1020 model
in excellent condition with spare
colour pens and paper rolls. In 0
,
1 .
ginal packing. E50. Tel 021 360
3319 IBirminghaml and ask for
Martin

XL SYSTEM: 800XL XC  data re-
corder. over £150 worth of soft-
ware plus lots of magazines. E80.
Tel. Plymouth (0752i 558367 after
4 pm.

XL SYSTEM: 800XL 1050 disk
drive 1010 recorder and software,
E12.0 Graph!)
, A T  
p r i n t
e r  
i n t e
r l a c
e .

EIS. ATARI USER. May '85 to July
'90 I51 issues). EIS. Ring 0634
(Medway! 666009

XE SYSTEM: 130XE. 1050 clisk
drive with ISP Plate. 1020 printer
.410 recorder Total system with
loads of games, trackball, joys-
ticks, etc. well over El .000 of
equipment. pull out desk and 20"
colour TV included. Price E399.
Phone (0636' 525284 for further
details

XL SYSTEM: 803XL. 1050 tape
deck. 1029 printer. joysticks. al:
Atari User mags from Issue 1 to
dale. Plenty of software. PC forces
sale' E225.00 Phone 0702 552603
i!eieenings)

XE SYSTEM : 130XE. 810 drew.
XCl2  tape deck. 1029 printer all
boxed. Over 200 ferns of software
on disk, tape and ROM plus disk
storage box. Tel. (02541 240649

1010 RECORDER: For Sale, CIO
AlanWriter Plus, Auladuel, Silent
Service. Solo Flight. Spy Hunter.
Jewels of Darkness and others on
disk. Kenny Deiglish. Decathlon,
Krckstart and others on tape
Phone Stephen 0243 373695

XE SYSTEM ; 130XE. 1050 disk
drive. 1010 data recorder. 1027
printer (temprementall. spare
800XL. lois of software. E175.
Might spin. Phone Bures 10787)
227 907

SCANNER; S iva  Cahn Hand
Scanner 1400 dpi.'32 grey scaleel
with Anger Optical Character Rec-
ognition and software. 12 months
old. perfect condition. New price.
E616. Accept E395. Tel. R. Mathe-
son 07715 716

XE SYSTEM : 65XE, XC l2  data
recorder, joystick, over E300 worth
of games. tapes and ROM car-
tridges Fully boxed with manual
and some Dopes of Atari User.
Nearly new, hardly used. E130
o.n.o. Phone Craig on (0611 876
0382 alter 4 pm

XL SYSTEM: 800XL with 1010
tape recorder and joystick. over 23
games, TV adaptor. only E50. Ring
10E1651 8133402

XE SYSTEM : 1050 drive. 1010 re-
corder (no keys). 1027 itaollyt,
disk sortware, tape software.
ROMs. 31 blank disks, tots Of stuff,
E299 the lot or phone 107821
658708 for prices. Buyer collects
or E4 50 p&p. Ask for Peter

1029 PRINTER: For sale excel-
Lent condition with ribbon oemos.
toads or pope( and FONT IV chip
fitted All boxed with manual, E90,
Phone Darren on 061 534 3013

SALE: Changing over to the ST
everything must go, 1050 disk
drive to disks. cassette recorder lo
cassettes. 050 interlace 810 disk
drive. old 800 computer (needs
attention:, any offers? Ring Jim.
Wigan 0942 493660

XE SYSTEM : 130XE with Omni-
mon 1050 with warp board and
write protect XC-12 touch tablet.
books, manuals, a ll Atari User
mags. E250 software. lois of disks.
Sell for E200. Tel, 0506 39722

XL SYSTEM: 800XL, 1050 disk
drive. 1029 printer, dust covers.
AtariWriter Plus. Acton (cartridge
and boolo. Alan Microsoft Basic,
all manuals, books (Mapping The
Atari, Atari Graphicsi, 25 PAGE 6
issue disks arid magazines. over
50 blanks and games disks, touch
tablet and Atari Artist, £200. Tel
071 730 5137 alter 7 pm.

XL SYSTEM: 800XL, 1010 tape
recordee manuals. cartridges
[LOGO. Pole Portion. 747 Flight
Simulator' programs and audio
materials tinvilation to Program.
ming 2 and 3). Touch Typing and
games. E50 Te l,  071 730 5137
after 7 pm.

PRINTERS AND XL: 1029 dot
matrix and 1027 LO printer. £60
each 800xt. computer with joys'
tick and cartridge software, E50.
Phone Ray on Reigate (07371
241832. evenings

BOOKS: Beginner to advanced
inc. Tech Ref. Notes, E5: Alan
Basic Source, E5: Computer Ani-
mation Primer. E8 SAE for tuft list
or tel. 0793 750620, Rob Breeds,
17, Pittsfield, Cricidade, Swindon
SN6 GAN

XE SYSTEM: 65XE, XC12 data
recorder, joystick with 60e games
worth over E200 plus books and
magazines, pal for E60 or lower.
Buyer must collect ii possible. Will
split. Phone Boris on 0268 747565
alter 5  pm.

13-BIT BARGAINS: 810 disk drive
with Archiver chip. E40. E150 inter-
lace, E30 Touch Tablet and Artist
cartridge. E15. Atariwritee Music
Composer 'cartridges)" Macro
Assembler Idiskl:' Ouickshot Turbo
joystick.' Atari Paddles - all at ES
each! Tel. 1
.
0 2 4 2 )  
5 1 0
4 3 4

XL SYSTEM: 800XL. 1050 drive.
1010 cassette with Rambit conver-
sion, many games converted load
in seconds rather than minutes,
games utilities on disk, 30 Atari
Users, E260. Tel John 0903
815240

HAPPY XL SYSTEM: 800XL
1050 dish dnye with Happy enhan•
Cer installed. 1 010 recorder, 2
joysticks. 120 &she mouse and
extras. E200 o.n.o. Tel. 0782
312662

SELL:SWAP: 054 1541 D:D.
MPS 601 printer, CN2. Dragon 432
* recorder. manuals. Panasonic
688 video. Eumig Projector, other
items. Need Alan 1050 disk drive,
A or 2002 scanner or wh y. No
callers. Letters only to H a M illt"
26 Belvedere PlaCe. Dublin 1, Eire

WANTED

BOOK: Revised Mapping The
Atari, must be in good condition
W I  pay up to E17. Write to Tres-
lan Negus, 23 Newbridge Way.
Truro, Cornwall TRI  3LX

1050 DRIVE: Will exchange Ice
Scalectnc Metro Turbo Race Track
lboxerlf. Disk must be in good con-
dition with manuals. Contact Gra-
ham Storer on 0560 83806

DAMAGED ITEMS: Cheap dam-
aged 1050 or 600XL tor spares:
repair. Phil Cooper 0302 504108
evenings. 081 666 6805 daytime.
00 66805 railway. Also contact
with serious 8-bit users. East-
borne. Croydon or British Rail

800: Old BOO required (not 800XL)
Good price paid according to con-
dition An y RAM size okay. Must
be in good condition with no faults.
Please contact Robert on Bristol
10272) 677237, FridaySundays or
any evening until I I  pm!

PHOTOCOPIES: Could anyone
send me photocopies of DISPLAY
LISTS part I  and 2 from Issues 18
and 19 of PAGE 6 " Please send to
Mr. P. Adams, 29 Marichlf Grove,
Billesley. Birmingham B13 ORP

ATARI HARDWARE: Any Faulty
hardware welcome, especially disk
drives. Up to E20 plus p8p will be
paid, Contact Mike on 0734
833006 (answerphonel or write to
98 Hunters Hill, Burghfield Comm.
Reading. Berks RG7 3HN

1029 PRINTER: Required with all
leads and manuals, muSt be in
Greater Manchester area Ring
Anthony on (061) 248 7893

ADVENTURES: Anernate Reality
The Dungeon or Ultima III or IV
Please help a fellow adventurer. I
will pay well Phone Julian. Worth
ing 109031 506866

MANUAL: Operating manual for
the A:an 65XE, XC l2  tape deck.
Can anyone help? Was not sup-
plied when purchased and I am
having difficulty in learning
machine Used copy accepted,
Contact Mrs P McNab. 132 Forest
Road, New 011erton Notts, NG22
90S

PRINTER: 1027 or 1029 printer
wanted Kent Or Ffiertiordshire
areas, Phone (0892) 22036

130XE: Can anyone help? I'm
after a working 130XE only, no
games, so I don't have to tight tho
children for theirs Write  to Mr P.
Adame, 29 MaricliM Grove, Gilles-
ley. Birmingham B13 CAP

LEADERBOARD: Copy of Leader-
board for XE, chski or cassette wan-
ted Have  tried U.S Gold but they
don't want to know Te l 0463
793289 leverungs)

DATA RECORDER: Must be in
fully working order for XE games
system. £35 max. Seller must de
truer Contact Darren P. Chenery,
24, Moore Park, Hallsham, East
Sussex BN27 211

DISK DRIVE: 1050 must be mint
also rare games, Gyruss. Unima
IV, Gremlins, Karateka, Aquatron,
Sentinel Ra id Over Moscow. un.
verse Phone Paul on M2071
237668 tatter 6  omit

LOCO: Has anyone got this game
by Aligata Software that they are
willing to sell for under E2. II so
contact Steven 0423 869127

HAMTEXT; Can anyone let true
nave a copy Of the Harnlext prog-
ram for RTTY - CTN. - ASCII?
Mine has got corrupted D isk sup-
plied. Ring Harry on 0787 473136

TANK COMMANDER; Has any-
one got a copy of this game on
cassette they are willing to sell me
Contact Tony on 0 2 0  774955

WARGAMES: Strategy wargames
by SSI . Disk Only, la ir price paid
tor games such as Broadsides.
Computer Ambush. Kampfgruppe
etc Must have rules Write  to S.
Brett, 40 Sharpies Road, Walso-
!lie Victoria  3087, Australia

MISS PACMAN: Has anyone pot a
coPy 01 this game on ROM who
would be writing to sell it to me tor
E7.50 inc postage? Tel. Liverpool
10511 922 6664 ash for Paul

HANDBOOK: Who's got the hand-
book tor the 800XL, photocopy or
original accepted. I 'm willing 10 pay
shipping costs. Arnold Bontserna,
Wibenaheerd 366. 9736 rid. Gro-
ningen, Holland

DISK DRIVE: Wanted 1050 disk
drive for student on E.T Must be
in good working order and around
E50. Phone Paul on 0533 356587
teverengs) or write 21. Modbury
AVenUe, Leicester LE4 2PY

VOICE BOX II: Need disk seftware
tor Mrs, cannot locate suppliers.
Will pay tor back up Lost engine'
disks Some years back Contact
A.E.Raper, 17, Edgecome Grove,
Darlington. Co. Durham, Tel, 0325
352805

CASSETtE DECK: Wanted 1010
cassette recorder with leads, will
pay E20, Contact M. McGinley,
121 Berneray St Glasgow or
phone 041 772 4458

MORE
OVERLEAF go
-
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An audio tape that shows you how
you can make music with your Atari

John S Davison's hour long tape takes you through all
the stages of music making with your Atari from Music

Studio on the 8-bit played back through a TV up to
Steinberg's Pro 12 played on a Yamaha YS-200

Discover just what sort of music you can make - without spending a fortune!
The WORLD OF COMPUTER MUSIC MAKING has been designed to introduce
users to computer music making at an affordable level. Unlike other music

tapes which are composed with thousands of pounds worth of equipment, The
WORLD OF COMPUTER MUSIC MAKING shows you what you can achieve with

low cost software and a Midi synth than anyone can afford • the results are
quite impressive!

Side A covers mus ic  mak ing on the X L I E
Side B covers more advanced mus ic  on the ST

WARNING. Alter hearing this tape you will want to make music on your Atari!

Price E3.95 inc. post & packing in UK
Overseas please add El for postage

Order f rom

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
Telephone 0785 213928

Access or Visa orders welcome

contact extra contact extra
PRINTSHOP: Has anybody gal a
copy with documentation tor sale'?
Please write to D Fogerty, 15, St .
Martins Close. &Hord-St-Martin,
Salisbury SP3 4AX or phone
(0722) 744162

SS1 GAM ES: Anyone willing to sell
the following SSI games: Shiloh.
Mech Brigade. Sons of Liberty.
Chickamauga. Also  consider other
SSI wargames Te l. (07831 511360
(evenings) o r write to Pat
McNamee. 12 Roundway Down.
Swindon SN5 BNI

DISK DRIVE: Wanted from any-
one in Essex (unless willing to de-
Weil, 1050 drSk drive in good con-
dition Will pay up to 850. Phone
Sieve between 6 pm and 7  pm •
0268 758052

1040STFM: Wanted. STEM only,
no software required. Also require
cheap dot matnx printer to go with
it. must be tri good order. Phone
Andy on 10582) 37603 (evenings)

PLOTTER PENS: Can anyone
give me the names and addresses
of supphers of plotter pens tor the
1020? Write to Michael Flanagan,
34E SI  Chads Fields, Swanlow
Drive, Winsford Cheshire CW7
I LO

PRINTER INTERFACE: To con-
nect t wo  a FACIT 4010 printer to
an Alan XL computer. Good price
paid. Phone Darren 081 534 3013

XE.'XL SYSTEM: 800XL or 130XE
with 1050 or XF551 d isk drive. Will
pay reasonable price Write  giving
details to D. Hutchinson, 6, Lime
Tree Grove. Selby. N. Yorkshire
YO8 OXI . All letters answered.
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CONTACT
PENPALS: Calling a ll 11-bil users.
My name is Mark and I  own an
800XL 1050 disk drive and XC12
tape arid would like penpals to
swap hints, tips etc. with. All letters
answered, so  don't delay, write
today to M. Smith. 133, Andover
Road. Bestwood, Notts NG5 5FI3

HELP LINE: Got a game too
hard'? Why don't you drop me a
line. I 've lips and cheals and maps
for most games and adventures.
Write to 138 Toortslield Road
Westhoughton. Mr. Bolton BL5
2N1 Te l 840725 any time and ask
tor Dean

XL.XE PENPALS: Hello! I  would
like to hear horn any 8-b41 users
who are interested wi all types of
soltware. adventures, arcade
games etc Write  to Geraldine
Kinane. Teampall Nua, Temple-
floe. Greenery, Tipperary Town.
Reouble of  Ireland

PENPALS: I  have a 130XE and
tape deck and want to swap hints
and games with anybody in Ire-
land contact Liam Dillon, 6 .
Ceanncora Lawn. Boreenmanna
Road. Cork

65XE PENPALS: I 'm 21 and my
son ts 2 and we'd like 10 hear horn
anyone with any hints or lips for
games or anything educational Al l
letters answered. Any help appre-
ciated. Please write to Sara, 70
Cash's Lane, Foleshill, Coventry
CV1 4DT

8•BIT USERS: I am Gary Smith,
age 10. I  own a ElOOXI and 1010
recorder. Could someone be my

penpal to swap advice, hints and
rips. Please wnle to Gary Smith.
51 Bearsdown Road, Eggbuck-
land Plymouth Devon 'P1.6 5TR

DUTCH PENPAL : Arnold is look-
ing for somebody to swap listings
and games with h e 's got a tow
games (101. Software for the XL is
hard to gel in Holland you know'
Games on tape! Anyone interes-
ted ' Write to Arnold Bontsema.
Wibenahaerd 366. 9736 nd, Gro-
ningen. Holland

TURKISH PENPAL: Hello friends!
I am Umut oguz Colon., a  17 yearold Atari user. I  am interested in
Assembly language. Basic, simula-
tions, adventures, shoot-em-ups
and utilities I I  you want to have a
good contact write to me at
Sarayardi.Cad. Emek Apt. DS.

Aobadem. Istanbul, Turkey

HELP WANTED: Have just got a
130XE and need help in program-
ming etc. Write to Geraldine
Kinane, Teampall Nua, Temple-
noe. Greenana Tipperary Town.
Republic o f  Ireland

XliXE USERS: Male or female
computer enthusiasts to swap
games, hints, help with various
adventure games. Please write to
me Eve  Jordan. 4 East Avenue.
Exeter. Devon EX1  2 0 Y

SOVIET-BRITISH LINK: I have an
Atari 65XE used in a Youth Centre
in Irkutsk. Eastern Siberia and
would like to contact people who
could help to make educational
computef programs for teaching
English as a second language
1,ESLI• Please write to Michael
Dvoryadkin, Krasnokasachya
Street 2-24. 664007 Irkutsk, USSR

BACK ISSUES
The following back issues of

NEW ATARI USER are still available
ssue 31
ssue 32
ssue 33
ssue 34
ssue 36
ssue 37
ssue 38

ssue 39
ssue 40
ssue 41
ssue 42
ssue 43
ssue 44
ssue 45

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

B A C K  I S S UE S ar e E 1 . 7 5  e a c h i n the  U K  (inc. post & packing).
E 2 . 4 0  for  E ur ope  or  sur face m ai l  e l sew her e  a nd 1 , 3 . 50

for  Ai r  Ma i l  outs i de  E ur ope .  Pr i ces i nc l ude  pos ta ge
I S S UE  DI S KS  ar e for  a ny  4 8 k  or  6 4 k  8 -bi t  Ata r i

E ach di sk  is E 2 . 95 ,  P os tage  FR E E  i n U. K.
Over seas a dd E l  pe r  or der  (a ny  num be r  of  disks)

S e nd y our  or der  t o
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND.

ACCESS and VISA accepted. Telephone 0785 213928

NEW USER GROUP: I  am 'lc:ming
a new 8-bi1 user group We  have a
bi-monthly newsletter containing
news, reviews. programs andloads of other features. We also
have a small PD library. Please
write to Alan Addition, 1 Broad'
meadow Green, Stowlawn. Bilston,
West Midlands. WVil4  3EG

OVERSEAS PENPAL: I  would like
a perroal from another country. I
own a 65XE. XC12 tape deck and
70 odd games. I  am 11 years old
I like typing in  programs. playing
games (only ones I can win', I
would like to swap games. bps etc.
C.J. George, 19 Main Road,
Hambleton, North Yorkshire, Nr.
Selby, Y0 8  91-IN

NEW 6-BIT USER GROUP: In the
South. Monthly newsletter, tips,
info, help. services. listings put to
tape or disk cheaply. Some soft-
ware and second hand hardware.
Suggestions welcome. Call XL AEALIVE on 0784 255894

SWEDISH PENPAL: My name is
Tobias and I am 14 years old I
have a 130XE with XC12 tape unit.
!would like to swap hints, t ips and
games with any 8-bit user around
the world Al l  letters answered

Write to Tobias Jorborn. Lung-
vegan 99. 19460 Upplands. Vasby
Sweden

PENPALS: 1 1 0 1 0  calling irom
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800XL with two 1050 disk drives
(one with Doubler). I  would like to
hear from anybody who'd like  to
swap hints, tips and programs. My
musical taste covers Rock to Clas-
sical. Overseas welcome! Please
contact Robert Fry, 44, Stapleg-
rove Crescent. St. George. BristolBS5 BOW

VENELUALA HOLIDAY!!: We
need to contact persons and user
groups a ll world over, software we
make ourselves in Spanish and
English for our ST and 800XL. a ll
public domain and we buy more
than 400 software items in USA,
UK and other countries. I  an m a n
ager of User Group Alan Vene-
zuela too. We  abler to arty Atari
User writing to me who wants to
come to Venezuela to know our
country everrh ing tree, you are
welcome and only have to pay
your fl ight Please write to Jose
Mendoza P.O. BOX 16311, Can-
delaria, Caracas, Venezuela.
if ailyote uthes i.e rh's a'rar ("1 9000
,
1v .

ewe wove love to 'mow. Ed

C ON T AC T  i s  F R E E  o f  ch a r g e  a n d  m a y  b e  u s e d  b y
any genuine Atar i  enthusiast for  contacti ng other
owners. Any  noti ce m ay be included except those
offer ing software only for sale or  exchange or  those
Offering i tem s for  sale commercial ly.  T h e  E di tor
reserves the  r i ght to om i t a ny  noti ce received a t
his discresion.
Send your  CONTACT notice to CONTACT,  PAGE 6.

P.O. Box 64,  Stafford,  S T18  1DR.  Please write your
notice on a separate sheet of  paper, not  as par t of
a l etter .

FOR SALE WANTED P E N  PALS A D V I C E  HELP



THE ACCESSORY SHOP
ISSUE 4 6

,Welcome once again to the Accessory Shop where you can find lots of bargain programs
to keep your XL or XE happy. This issue we have some excellent graphic adventures

from Scott Adams - again programs that have not been on sale for many years and that
will most probably be exciting discoveries for many new owners. We also have con-
tinuing supplies of most o f  the Atari ROMS and disks introduced last issue - your chance
to get some serious program or have fun at a fraction of  the original price.
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PIRATE ADVENTURE
"Yo ho ho and a bottle of
rum...". You'll meet up with the
pirate and his daffy bird along
with many strange sights as you
attempt to go from your London
flat to Treasure Island. Can you
recover Long John Silver's lost
treasures? Happy sailing matey.

Scott Adams Graphic Adventure
#2 brings you a superb Begin-
ner's level adventure complete
with graphics and ideal for all
ages

Original price £19.95
DISK ONLY OUR PRICE E7.95

THE COUNT
When's the last time you awoke in an
antique brass bed in a dank, desolate
castle? If your answer is "never"
you've come to the right place! This
marvellous Gothic, er Graphic
Adventure will escort p.m into the
weirdling world of a certain wdl.
known Transylvanian count, Shiver.
ing has never been so much fun!

Scott Adams Graphic Adventure #5 Es
a Moderate level adventure complete
with graphics and ideal for those who
ha e had a little experience.

Original price ,E19.95
DISK ONLY OUR PRICE E7.95

N E W
S O F T W A R E !

VOODOO CASTLE
The Count of Monte Cristo reposes in
a coffin in his musty castle, awaiting
an able assist from you to remove the
curse that binds him to non-life, Is he
down for the Count for good, or can
you help? Gather your rabbit's fool,
archane charms and courage, Good
Sir or kladam. and prepare to step
through the portal of Voodoo castle!

Scott Adams Graphic Adventure XI is
a Moderate level adventure complete
S% I t h graphics and ideal for those who
have had some experience.

Original price 119.95
DISK ONLY OUR PRICE E7.95

STRANGE ODYSSEY
4A104
,
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At the galaxy's rim, there are rewards
aplenty to be harvested from a long-
dead alien civilization. Fabulous trea-
sures advanced technologies far
beyond human ken A l l  this and
more awaits the brave galactic Adven-
turer. But will you be able to recover
the wealth and return home? Prepare
yourself for a Strange Odyssey!

Scott Adams Graphic Adventure #6 is
a Moderate level adventure complete
with graphics and ideal for those who
have had a little experience,

Original price £19.95
DISK ONLY OUR PRICE £7.95

POSSIBLY THE LAST TIME THESE FAMOUS ADVENTURES KILL BE OFFERED FOR SALE!
New Atari User. Issue 46 4 9
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Atari have had some real classic arcade games and originals either written themselves or
specially commissioned. Some of these titles have not been available for some time and all are

top quatity programs to bring you fun and excitement with your Atari.

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SYSTEM
INCLUDING THE XE GAMES SYSTEM

DISK ONLY
requires 1050 drive

PLANETARIUM
Fun or education? Huth really in this fascinating
look at the heavens. Over 1200 stars, 88 constel-
lations, the solar system and more than 300
deep-sky objects are depicted in this program
that allOWS you to view the universe. You can
make stellar and planetary maps, study eclipses.
learn about latitude and longitude, sunrise and
sunset against latitude and season and determine
nasigational position from celestial observations.
You'll learn a great deal and you'll have fun
while doing it. Includes an excellent manual and
guide,

Normally E16.95.
OUR PRICE E6.95

tWis ea
S i* *  S I * *
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GALAXIAN
Another arcade conversion that retains all
or the addictiveness of the original and
still stands as one of the all time classics.
Blast the galaxians as they advance in
formation and peel off to attack. With one
or two players and 10 skill levels you'll be
entertained for a long time. Includes an
easy Option for beginners.

ROM N o r m a l l y i 1 2 . 9 5 .CARTRIDGE OUR PRICE £6.95

U.S. FOOTBALL
itterican Football is now a big craze in this

,
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',mart the defence, pass with amazing accuracy,
run with speed and agility, make tackles, select
offensive and defensive plays and more. You can
Lake on the computer in a practice game or
challenge a friend to a dramatic video bowl
game of your own in a packed stadium. All the
thrills of the gridiron - without all the bumps
and bruises.

Normally 1
.
1 2 . 9 5 .

ROMCARTRIDGE OUR PRICE £6.95

POLE POSITION
The ultra-realistic graphics and sounds of
the Grand Prix explode into your living
room in this computer version of the clas-
sic arcade hit. Complete a lap in qual-
ifying time, then take on the Fuji raceway
and competing drivers in a high speed
race. One of the all time classics.

Normally £12.95. ROM
OUR PRICE E6.95 CARTRIDGE

PACMAN
Surely one of the best known games?
Guide your happy little Pacman through
the maze gobbling up dots and fruits while
avoiding the ghosts. Gain a bonus PacMan
every 10,000 points as you rack up the
score. Simple, colourful, addictive and
compelling. A classic game.

Normally 172.95. R O M
OUR PRICE E6.95 CARTRIDGE

JOUST
Don your helmet and hoist your lance and
climb aboard an ostrich in this unusual
arcade game! Do battle with the evil Rue-
zard Riders in deep space. Pterodactyls to
the right of you, alien eggs to the left, you
must learn to fly so that you won't die so
%ery far from home. All the arcade thrills
for one or two players.

ATARI
Normally E12.95. ROMOUR PRICE £6.95 CARTRIDGE

50 I s s u e  46.  New Atari User



RESCUE ON
FRACTALUS
Ask old hands what was one of the best games
ever for the Atari and a good proportion of
them will say Rescue on Fractalus. This game
from locasfi lm set new standards in computer
games combining a space fl ight simulator with a
rescue mission. Super, ever changing. 3-D scen•
try  as you fly through the mountains to land on
the planet and rescue stranded pilots. It's tough
arid as you get better it gets tougher, but what a
thrill to master. See for yourself why many'
consider this to be the best game of all time.

ROM N o r m a l l y 1 . 1 4 . 9 5
CARTRIDGE OUR PRICE E6.95

BATTLEZONE
Another cracking arcade conversion that set
new standards, You command a tank on the
battlefield under attack from enemy tanks and
flying saucers. Vim can manoeuvre through 360
degrees as the enemy attacks from all directions.
Watch your radar, turn and blast as the enemy
approaches at speed. A direct hit will see (he
enemy tanks and saucers explode into frag•
!HMIS, but if  they tire fi rst, you'll have to out.
manocus re them. It takes nerses of steel. (Inc
player, five skill levels.

VormallyROM
CARTRIDGE OUR PRICE E6.95

LODE RUNNER
Another classic, perhaps the best of all platform
games. You are a highly trained Galactic cum.
mando deep in enemy territory. Your mission is
to infi ltrate all 75 of the enemy's subterranean
levels to recover every last piece of gold. You
are equipped with a laser drill pistol but you'll
need more than that, you need cunning, speed
and agility. Lode Runner includes a unique
extra that allows you to create your own levels
so that the garne can go on forever, One of the
best,

ROM N o r m a l l y  £14.95
CARTRIDGE OUR PRICE E6.95

ONE ON ONE
Play basketball with two of America's top play-
ers in this great sports simulation which features
realistic otTensise and defensive muses, fatigue
factors, hot streaks, a shot clock, even instant
repay and a shattering backboard! Like the
game of basketball itself. One-on•One rewards
you for playing with your head as well as your
hands. Master the joystick muses, sharpen your
timing and hone your relieves. Jump! Shoot!
Score!

ROM N o r m a l l y i b t . 9 5
CARTRIDGE OUR PRICE E6.95

BALLBLAZER
Another from lucasfi lm, this top quality split
screen game takes place in a games arena of the
future. You are strapped into a Roinfoll hover-
craft-like sehicle that skims over the surface of
the play field at 50 metres per second, The object
is simple, just release your Plasmorb through
your 4)pp - o r s  goal - but it takes a great deal
of skill and timing! Baliblarer features two.
player simultaneous play with fi rst person pers..
pectise for both players. One of the finest two
player games ever.

Normally £14.95 ROM
OUR PRICE E6.95 CARTRIDGE

STAR RAIDERS 2
The original Star Raiders is updated with better
graphics and sound in this all action space
drama in which you must track down enemy
craft rising your long range scanner and radar.
Your job is to clear each sector whilst ensuring
that the enemy do not oserrun planets in
another part of the galaxy. It will take skill in
deciding syhich sector to warp to, can you afford
to clear a sector or will vou have to leave to
defend a planet and return later! Make sure
your craft is in good condition and properly
fuelled at all times_ A great follow up to an all
time classic.

Normally ,f14.95
OUR PRICE E6.95
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ROM
CARTRIDGE

MIDNIGHT MAGIC
Pinball on your Atari can become totally addle-
tis e as thousands on addicts to the famous Pin-
ball Construction Set will testify. Now you can
join in the fun with David's Midnight Magic, all
the thrill of the pinball (able on your screen.
There are fl ippers, bumpers. drop targets and
vou can even 'shake' the machine. Watch you
don't t ilt  it! All of the action, sounds, thrills  of
real arcade pinball for up to four players.

Normal price ,E14_95 ROM
OUR PRICE E6.95 CARTRIDGE

FIGHT NIGHT
Fight Night brings you all the thrills  of the
boxing ring as you face lice Of the most brutal
fighters ever. Its live separate battles are total
war with relentless action. The Boxing Construe.
(ion Set allows you and your opponent to create
your own perfect boxers, selecting stamina, in•
reflect and style. Train, spar and step into the
ring to pit your perfect boxer against the com-
puter or another opponent For one or twin
players.

Normally £14.95
ROM

OUR PRICE E6.95 CARTRIDGE
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VISICA LC VISICALC

The world famous Visicak spreadsheet available for your Atari. Visicalc will take care of all of your
spreadsheet requirements with all the arithmetical functions you could want on a spreadsheet that is 63
columns wide by 254 rows deep. All major spreadsheet functions are supported and the program even allows
split viewing windows.
Visicalc must be one of the finest products ever produced for the Atari and comes complete with superb tutorial
and quick reference guide. Believe ii or not the original price for this package was 1159.95!

DISK ONLY Orig inal  Pricei159.95
OUR PRICE E11.95

This is one of the most
professionally produced packages
we have ever seen for the Atari

TIMEWISE
••• S i  AanamOMeiorr

DISK ONLY

TIMEWISE
Why not use your Atari as an electronic diary? Time wise allows you to keep track of all your appointments and
important dates on a daily, monthly or yeartv basis. Now you can dispense with your diary and let your Atari do
the work. If  you have a printer Time wise allows you to print out the information in a variety of ways.

Original selling price £22.99.
OUR PRICE E7.95

A very practical program that
will make your Atari even more
useful

PROOFREADER
III10E-READIER
s.• n  Dinza,• m e . W O .  •
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Users of Atariwriter will be delighted
with this, the long lost spelling checker
for the Alariwriter cartridge! Proof-
reader may be loaded alongside Atar•
iwriter to give you instant access to a
dictionary of 36.000 words. I f that is
not enough you can add your own
words as you go. Errors are highlight-
ed on screen for correction. unusual
words can be saved and you can look
up spellings. Proofreader is the mis-
sing link for Atariwriter.

DISK O N L Y -
O U R  
P R I C
E  
E 5 .
9 5

TOUCH TYPING
Everyone who uses a computer needs to
brush up on their typing and now you
can learn to type like a professional
typist oith this complete tutorial. Touch
Typing presents a self paced method of
learning by letting you practice typing
letters, sentences and paragraphs. The
computer determines words per minute,
number of errors and your weak points.
Random sentences are generated to drill
you in those areas. Contains two casset-
tes and-instruction manual.

CASSETTE Previously 179.95.ONLY OUR PRICE E4.95

5 2  I s s u e  4 6  - N e w  M o i l  Use ,
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Learn to program, it  wil l make you Atari come alive. Even i f  you are only able to write short
program you will experience the joy Or creation and once you start, you may well want  to go on
to become an accomplished programmer. I f  you already know Basic, maybe notv's the time to
learn machine code.

MACRO ASSEMBLER
AND M I C A  A%I.Tf r  M I CA

DISK ONLY

MACRO ASSEMBLER
The Macro Assembler will allow you to create your own machine
language games and applications five times faster than with the
Assembler Editor cartridge and it can assemble as many as 1600
symbol definitions with no limit  on program site You can duplicate
code, optionally assemble code and modularise your program. You can
define symbols and macros in a library file and access them allowing
you to create modules that can be used time and time again. The
Program-Text Editor included has all of the features of a word
processor enabling you to write your programs much more conve-
niently. Unleash the power of your Atari with Assembly Language
programs. Includes two reference manuals and a quick reference card.

Normal price is 119.95.
OUR PRICE E7.95

EASY PROGRAMMING
FOR YOUR ATARI MICRO

This book went out of  print 3 years ago
and we have been searching for a replace-
ment ever since. We are absolutely de-
lighted to have found more stocks of one
of the best beginner's books ever pub-
lished. Over the past couple of years
whenever someone has phoned for a be-
ginners book on programming we have
advised then to try and fi nd a second
hand copy of this book - now you can buy
it once again, brand new By  the end of
this book you'll he writ ing your own
programs, including those vv ith full
graphics and sound.

OUR PRICE E5.95

INSIDE ATARI BASIC
If you fancy dabbling with progranunin a r e  not  sure oi
y our capabilit ies t ry this  excellen n e r s  book at a
bargain price. The book ta e v e r y  stage of
programming at an l i l t  d i  s h o w i n g  you jus t
enough to get •  i i  get hooked then you can
always go on I .  a d v a n c e d  book, Ideal for youngsters or
the complete Ti C C .  Over 180 pages.

OUR PRICE E2.50

BASIC CARTRIDGE
Why would you want a Basic Cartridge
when Basic is already built  in to your
machine? Well some programs, especially
some early public domain programs won't
run on the XLIXE but they will if  you
plug in the old version of  Basic. Much
more convenient than having to boot in
the old Basic from disk and, at this price.
worth having just as a backup. We will
not be having more stocks of this item so
now is the time to buy.

ROM CARTRIDGE
OUR PRICE E3.95

ATARI BASIC
A self teaching guide to program-
ming in Basic that  inc lu es
dozens of  lessons and s t e s t s .  I f
you want  to learn Atar
properly ,  step by s t e t r a  t e r  than
jus t  play ing about  o g r a m s ,
this  tutorial appro t h e  way
to do i t  You' ll pick  up a full

unders tandingC
r
c h  
t h i n g s  
a s

Read and Data.  l e n  state-
ments.  For-NA114,ops, subscrip-
ted variable a y s .  s t ring vari
ables and T h e  approach is
somewha e m i c  but  i f  you
work  throu_ t h e  book you wi l l
not  only be able to writ e programs.  you' ll unders tand exactly
what  you are doing and that  is f undament al to put t ing your
own ideas into a program.  The book that  the editor used to
learn Atari Basic! Originally  priced at  1;14.95.

OUR PRICE E5.95

4001800 FIELD SERVICE MANUAL
Your last chance to obtain the 400/ 800 r a l  and at a
special price. We have now picked S t  stocks of
this excellent service guide i s  l y  relevant  to the
XL/ XE.  Contains  c ircuit  I n  s .  a i r  informat ion,  service
bullet ins  and in t  resource for all techno-
buffs Las t  f ew

OUR PRICE E9.95

k ew Atari User • Issue 46 5 3



Name

Quantity

SOFTWARE
Tit le Price Total

Price

VISICALC E11.95

MIDIMASTER E24.95

TIMEWISE E 7.95

TRANSDISK IV E19.95

BASIC C A R TR ID GE E 3.95

TARITALK E19.95

MACRO A SSEMB LER E 7.95

MINI OFFIC E II

Total

TOU C H  TYPIN G E 4.95

SPELL ME - Cassette E 4.95

PLANETARIUM E 6.95

SPELL ME - Disk E 6.95

PR OOFR EA D ER E 5.95
POLE POSITION t  6.95
GALAXIAN E 6.95
PACMAN E 6.95
U.S. FOOTB A LL E 6.95
J OU ST E 6.95
RESCUE ON FRACTULAS E 6.95
BALLBLAZER E 6.95
B A TTLEZON E E 6.95
STAR RAIDERS 2 E 6.95
LODE R U N N ER E 6.95
MIDNIGHT MA GIC E 6.95
ON E ON  ON E E 6.95
FIGHT N IGH T E 6.95

Total

Quantity

PUBLIC DOMAIN
Tit le

ETC.
Price Total

Price

ISSUE 45 DISK E 2.95

MIDIMASTER E24.95

ISSUE 46 DISK E 2.95

TRANSDISK IV E19.95

8-BIT REFERENCE GUIDE E 6.95

TARITALK E19.95

TURBO BASIC E 3.95

MINI OFFIC E II

Total

Quantity

PAGE 6 SOFTWARE
All on  di sk  unl e s s  s h o w n

Quantity Tit le Price Total

E 7.95

MIDIMASTER E24.95

VOODOO CASTLE E 7.95

TRANSDISK IV E19.95

THE COUNT E 7.95

TARITALK E19.95

STRANGE ODYSSEY E 7.95

MINI OFFIC E II E14•95
SPELL ME - Cassette E 4.95
SPELL ME - Disk E 6.95

Total

Quantity

ADVENTURES
Tit le Price Total

PIRATE ADVENTURE E 7.95
VOODOO CASTLE E 7.95
THE COUNT E 7.95
STRANGE ODYSSEY E 7.95

Total

Address

O R D E R  F O R M
ALL I T E M S  F O R  X L / X E

TELEPHONE ORDERS 0785 213928

BOOKS

EASY PROGRAMMING E 5.95
Total

Quantity Ti t l e

LODE LEE I  DELO MEI
Expiry date: E I E  F L

Price

TOTA LS
Software
Books
Post and Packing on aboveE 1 . 0 0
Public D om a in
PAGE 6 Software
Total

Total

Most goods will be despatched within a few days but please allow up to 28 days for
delivery - Please feel free to copy this form if you do not wish to cut the magazine

El I  enclose cheque/P.O. for E

E l  I  authorise you to debit my credit card

D V I S A []ACCESSEIEUROCARDEIMASTERCARD
M y cardnumberis : 1

Total Order E

OVERSEAS postage (see above) E  S i g n a t u r e
Total E Please ensure that the name and address shown are

Please make cheques payable to PAGE 6 t h e  same as the cardholders.
POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FA X :  0785 54355
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Those of you with young children might like to know that
Alternative should have a couple of Thomas The Tank games
out by now plus an educational program. The games are
Thomas The tank 1 and Thomas The Tank - The Race and
both retail at £9.99. The educational program is Thomas
The Tank's Fun with Words which will sell at full price,
£19.99. Mindscape have released SPACE ROGUE which is a
space flight simulation combined with role playing adventure
selling at ,E29.99 as well as having picked up the licence for
the Torn Cruise movie DAYS OF THUNDER. The game will
feature high speed action with viewpoints inside the car,
looking at the driver, looking backwards as well as having
cameras on both front and rear bumpers - all this plus all the
usual features of the computer driving simulation. Look out
also for CAPTIVE from Mindscape, set in the future you try to
escape from captivity when a computer malfunction
awakens you from suspended animation. Domark meanwhile
continue their big name licences with THE SPY LOVED ME,
all the usual Bond stuff in an action packed game for
119.99. U.S. GOLD should by now have a couple of interest-
ing games out, GOLD OF THE AZTECS, written by an ex-
Psygnosis designer promises to look good if nothing else
with 26 megabytes of graphics and 80 screens of tricks and
traps with the hero containing over 1500 frames of anima-
tion. OPERATION STEALTH is a follow on from Future Wars, a
mouse controlled action adventure which has you as a CIA
agent trying to locate a Stealth fighter that has mysteriously
disappeared over South America. Another from U.S. Gold is
U.N. SQUADRON, a very topical game which finds a multi-
national peace keeping force in the Middle East trying to
save the world from destruction, and this was conceived
before Saddam Hussein decided to play a few games of his
own! Meanwhile another type of war is being raged inside the
human body in VAXINE in which you most destroy nasty
viruses attacking your body cells. Others coming up from
U.S. Gold are MOONBLASTER, a space shoot 'em up set in
the outer fringes of the solar system, OUTBOARD, a round
the world powerboat simulation and MAGICIAN a maze game
full of spells, traps and nasty frogs! Elite have come back
into the big licences, after quite a time releasing their back
catalogue on budget labels, with GREMLINS 2 which is sche-
duled for autumn release. From Electronic Arts, or more
precisely the Bullfrog team who dreampt up Populous,
comes POWERMONGER a similar concept in which the play-
er visits a world in which each individual has a home, an
occupation and a level of intelligence. There are landscapes,
fishermen, farmers, ranchers, cattle and sheep all going
about their daily business as the seasons progress. As the
leader of a displaced tribe you have to explore 200 territor-
ies, win the loyalty of the people, work on improving tech-
nologies, provide food and more in order to help this world
survive and prosper. Sounds good! Another from Electronic
Arts is THE IMMORTAL, an action adventure in which you
play a wizard searching for his long lost teacher. Goblins.
trolls, slime and huge worms await you in this one! More
seriously come DELLIXEPAINT ST, the first Deluxe product
released on the ST. This package is well known and has
received rave reviews on the Amiga so it will be interesting
to see how it will be received on the ST. There were original-
ly several paint packages around on the ST but few, apart
from Degas, seem to have survived. With Degas now quite
long in the tooth, maybe it is time for a new standard?
Finally, in mid-October, 'a new concept in Advanced
Dungeons & Dragons' is due with SHADOW SORCEROR de-
veloped to more closely match the tabletop version of D&D
with a slower pace and concentrating more on conundrums
than carnage. There is a 3D isometric play area for indoor
confrontations, a hexagonal grid for outdoor confrontations,
100% mouse control and 3D animated 'miniatures to repre-
sent your players. The scenario has your characters
shepherding frightened refugees who are fleeing the Draco-
nian armies. Your task is to protect and feed the refugees
while exploring the hazardous terrain - attempting to find a
safe haven out of the reach of the evil horde. It will be
interesting to see how different this 'new' concept is.
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CLIP ART
COLLECTIONS

Enhance your DTP or word processing with these superb
collections of Clip Art that may be used in any program that
accepts DEGAS format pictures. All images are in the TINY
compressed format to get more on the disks hut there are
conversion utilities included with each set.
All images hare been tested with Fleet Street Publisher and
should be compatible with any DTP program or programs
such as 1st Word Plus

CLIP ART COLLECTION 1 -
Clip art images for your ST

FOUR disk collection - just 0 0 !

This four disk collection contains hundreds of images for use in Desk Top Publishing or word processing
programs that accept graphics. You can enhance any publication whether a full blown magazine, a
h umble social club pamphlet or even your own personal stationery. The images are in a compressed

format on the disks to enable as many as possible to be included but there are full instructions
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CLIP ART COLLECTION 2 410,4*
Hundreds more images for your DTP programs
Following the success of the first Clip Art Collection we have put together a further collection of all new clip art
with many diverse subjects. We have tried to balance the collection out with some large clips and several small
ones, for instance two screens have about 50 faces on each! We are sure that you will find many useful items

on these four disks. Three of the disks have general items including people, animals, computers.
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r — ,  • mo r e  while the fourth disk is mainly fonts and borders. There are also a number of trademarks from
;:-, t he  thirties which are now out of copyright. Your artwork can be enhanced by including graphics or large fancy capitals or headlines

u
t
.

- wh i c h  are not normally available in most DTP programs and by using some of the excellent borders and corners on these disks.

CLIP ART 2 is E10 for FOUR disks.

r r r r r
L
L
I
m r r
j I J l

;A Raaroulutkwwww YnIt

CLIP ART COLLECTION 3 7
-
4 , 6 , f r t 4

ee
Double the images! r

At last another Clip Art Collection with all new pictures including many scanned
from commercially available copyright free art. There is a huge assortment
ranging from people to buildings. cartoon style drawings to hand drawn objects
and more, This collection is in Tiny format to get more on the disk and comes with conversion utilit ies to convert

the images to Degas or directly to NG.

Ilappg 31cuo Veite
$iappy 'Mew 'Pear'

Best wishes

FOUR DOUBLE SIDED DISKS for E10

0 0

MED

CLIP ART COLLECTIONS 1 - 3 ARE AVAILABLE FROM

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR
SPECIAL OFFER - ORDER ALL THREE FOR just ,125 TeL 0785 213928
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DAMOCLES
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rived! I mus t  admit  Ed given up
all hope of  it appearing,  as it 's

been "coming s oon
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nowt  It 's subt it led Mercenary  II. and sur-
prise. surprise.  it 's  a follow-on f rom au-
thor Paul Woakes' massively popular ori-
ginal Mercenary  game. In fact, i f  you suc-
cessfully completed Mercenary  you can
even use its end game save fi le (if  you can
fi nd it  af ter all this  t ime!) to import  your
fi nal inventory  into Damocles.  This  also
seems to have implicat ions  only  hinted at
in the Damocles  ins t ruc t ion manual!
Anyone who's  played Mercenary  wil l im-

mediately  feel at home wit h Damocles.  as
its overall presentat ion and gameplay  are
very s imilar.  The main dif ferences are in
the scenario, the scale of the game. and
the graphics,  so let's take a closer look at
these.
Ac t ion takes place in the Gamma sys-

tem of  nine planets  and their nineteen
moons,  orbit ing a star called Dial's .  Un-
fortunately  one of the planets.  Eris,  is
threatened wi t h des t ruc t ion by the comet
Damocles, whic h Is on a direc t  collis ion
course wit h it .  The pres ident  of  Ens
offers you the job of  prevent ing the catas-
t rophe and you, of  course, accept wit h
alacrity.  One small snag though - you got
s light ly  delayed en-route to Ens  (for
about  f our years - does that  sound famil-
iar?), so now you have only  a few hours
to prevent  Damoc les  pulveris ing the
doomed planet .
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Publisher:
Price
.Reviewer

DAMOCLES
Novogen
£24.99
John S Davison

I  A T  L A S T

Mercenary  invol-
ved only  one city on
one planet,  but  in
Damocles you can
travel almos t  any-
where in the
Gamma system.
as s uming you've
obtained a suitable
spacecraft. You can
even land on
Damoc les  itself!
But  beware! Space
travel is at near
fi ght  speeds, caus-
ing rapid passage of
t ime on your Eris
based t imeekick.  Finding an alternat ive
method of  interplanetary  t ransport  is
therefore a high priorit y  task. Once on a
planet  you can travel on foot, by  car, by
aircraf t ,  or even by space vehicle -
assuming you've located a vehic le and
found its  matching key, of  course.
Most of  the planetary  set t lements have

complex  road systems on whic h count -
less buildings  are located. I f ound it
essent ial to map these, as many  of  the
buildings  look s imilar and disorientat ion
soon sets in.  You explore the buildings
on foot, but  some need the appropriate
key before you can enter. Most  buildings
are mult i-room.  mult i-s torey  affairs, wi t h
access to other floors via a lif t .  The clues
and objects you need are usually  hidden
somewhere in these buildings ,  but  only  a

few locat ions ac tually  contain any-
thing helpful.  Hint  - possession of
an A to Z Comput er can save you a
LOT of t ime.
As expected, progress is achieved

by fi nding useful objects, following
meaningful clues, and avoiding
sneaky t raps cunningly  laid by the
aut hor (beware Estate Agents and
Solic itors, amongst  others!). You
may also need to do some t rading to
obtain essent ial items, and could
even get involved in combat  if  your
act ions provoke an attack, I t 's pos-
sible to reach one solut ion to the
game by following a fairly  s t raight -

forward t rail of  clues, hut  this  uses only
about  20% of the game's capabilit ies,  I t 's
a good way  of gaining experience. but
more advanced players wil l  want  to dis-
cover the more challenging alternat ive
solut ions.
The most  o l
-
M o t i s  
d i f f e r
e n c e  
b e t
w e e
n

Damocles and Mercenary  is in the
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graphics.  Damoc les  uses spectacular col-
our fi lled, three dimens ional graphics
compared wit h Mercenary 's  s impler wire-
f rame approach.  And the speed is breath-
taking!  Screen refresh rates mus t  be
approaching 20 f rames per second in
places. mak ing the game's fi rs t -person
view of the act ion t ruly  excit ing. Also
notable is the game's opening sequence,
In whic h you fl y f rom deep space into the
Gamma system and down onto the sur-
face of  Eris to land at  a spaceport.  And I
loved the way the planets  and moons  rise
and set and wax and wane according to
their orbital posit ions,  and how Damo-
cles changes as it  moves in its orbit
around Dialis .
Sound is fairly  unobt rus ive,  l imit ed

mainly  to general sound effects and the
burblings  of Benson, y our f riendly  com-
municat ions  computer.  However,  i f  you
need mus ic  you can obtain a ghet toblas-
ter at a disco on the planet  Logos. This
plays a recycled vers ion of  the mus ic
f rom Backlash,  an earlier Paul Woakes
game! Nice touch.
The t hing that  surprised me most  about

Damocles is that  it 's contained on jus t
one disk, and what 's  more,  once loaded
it's totally  memory  resident  - even on a
520ST! Paul Woakes has obv ious ly  used
every t rick  in the book to cut  down stor-
age requirements ,  el iminat ing those bor-
ing waits  while new graphics load. The
result? Unint errupt ed act ion!

can't  remember when I last  had so
muc h fun rev iewing a game. For me
Damocles has every thing - top notch pre-
sentat ion,  excitement,  depth,  lots  of
humour,  addict iveness....I  could go on
forever) I won' t  though.  I ' ll jus t  get
s t raight  back to play ing it  instead. Buy  it
- you'll love it!

New Atori User - Issue 46 5 7



THE NATURE
OF PUBLIC
DOMAIN
AND MORE
ABOUT WORD
PROCESSING
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answer to this  s imple
quest ion isn't  as obvious

as you might  think .  Public  Do-
main in its t rue sense describes
work  whic h has no copyright
at tached, so that  you're free to
copy, dis t ribute,  use and gener
ally  do any thing else you like
wit h it. St rangely  enough.  the
majorit y  of  software in the Pub-
lic Domain '  does not  fall into this
category! Confused? You wi l l  be!
If the aut hor of a program re-

tains the copyright  of his or her
own work,  but  allows it  to be dis t ributed
freely amongst  other users, it  is  technic-
ally  k nown as Freeware.  Users  are en-
couraged to make copies and give t hem
to their f riends and are not  obliged to pay
the aut hor for the priv ilege, alt hough
donat ions  are obviously  well received.

SHAREWARE
A c ommon form of  software dis t ribut ion
(especially in the States) is  Shareware,
whic h originated when-Freeware prog-
rammers  began to receive money front
satisfied users and realised they could
obtain more certain remunerat ion for
their efforts by f ormally  request ing a reg-
is t rat ion fee. The aut hor retains full
copyright  of  a Shareware program but
encourages its dis t ribut ion.  The small
regis t rat ion charge not  only  ensures that
users can legally  keep the sof tware but
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a ls o u s u a l ly  en t it les  t h e m to rec eiv e fu-
ture upgrades and,  often, improved
documentat ion.  Shareware hasn't  been
part icularly  successful in Brit ain as the
fee is essent ially  an *honesty payment '
whic h has proved all too easy to ignore.
For this reason, another form of  I'D has
grown in popularit y .  Known as License-
ware and pioneered by Budgie UK. the
concept means  that  programs  are sold
exclusively by licensed dis t ributors  (such
as PAGE 6) who are required to forward
royalt ies to the author of every License-
ware disk they sell. I n this  way, program-
mers  are assured of  a modest income
(and wort hwhi le incentive) and users

But l e t  Are get On Vith fulfi lling the purpose of this  READ6. I t  i s
en to inform you, dear reader of the contents of these diskettes, how
ou can copy them and giving specie messages to Gard, t h e  halevolent

F i iNDLDE

I NEWS fi nal compendium, THE greatest collection o f
vaguely related) Atari ST oriented articles ever t o
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1st WORD - one of  the most popular f reeware tit les

enjoy a qualit y -improved but  inexpensive
source of  software. It 's good news  for
everyone!

WORD PROCESSING
Last issue I examined ST Writer,  Atari's

popular Freeware word processor, and
got so carried away that  there wasn't
room to cover the other disks I had lined
up •for discussion! The sublect of  word
processing is therefore cont inued in this
month's  column.  The s light  digression
above was  prompted by reading a let ter
in a recent  edit ion of  the ST Club's  news-
let ter (an interes t ing read - details  f rom
The ST Club,  49 Stoney Street. Not t ing-
ham) on a related subject. Unt i l  very re-
cently, Atari have been bundl ing GSTs
1st Word wit h every new ST computer
and the quest ion was posed - is  it  PD?
Some libraries  have been advert is ing it  as

such, but  GST have reportedly  at tempted
to wi t hdraw it f rom 'free' dis t ribut ion.
Apparent ly ,  the official s ituat ion is that
GST hold copyright  but  Atari have the
dis t ribut ion rights  and the program is
therefore not in the Public  Domain,
alt hough its exact s tatus  isn't  prec isely
defined! GST are obv ious ly  quite happy
that  the widespread ownership of  1st
Word has prompted many  owners  to up-
grade to the commerc ial 'Plus' version.
Atari Corporat ion,  as ever lack ing in
communicat ive skill,  have declined to
comment ,  alt hough the ST Club reports
that  Atari's  cont ract  wit h GST is due to
expire in the forthcoming year. Whatever

the future holds  for GSTs  lit t le
gem (sic), it 's  certainly  t rue that
1st Word is the natural choice in
word processing for many  ST
Owners.
Whils t  1st Word is a robus t  and

generally  reliable program,  it  is -
like any piece of  software - not
wit hout  its drawbacks.  Print ing is
of course, an essent ial part  of  any
word processor and 1s t  Word is
supplied wit h ready-made drivers
for Epson,  Qume and Brother
printers,  but  if  you own a dif ferent
make or model put t ing together
the necessary cont rol codes can
be a t  best - a bit  of  a pain. To
make life muc h easier, you'd be
wise to obtain a copy of PRI NTER

DRI VERS f rom the PAGE 6 library .  This
Is a disk containing no fewer t han 24
ready-made 1st Word drivers for various
printers  inc luding Panasonic.  Old and
Star, In addit ion there are confi gurat ion
files for ST Writer (read all about  it  in
issue 45!) plus  fonts and drivers for the
graphics  package Degas. I f  your printer
is one of  those listed,  this disk could be
an invaluable t ime sayer. Check  the lib-
rary  catalog or the new PAGE 6 CATA-
LOG DI SK for a full lis t  of content_

Few peop le  c an  c la im nev er t o  ma k e
spelling (or more commonly ,  typing) mis -
takes and as all magaz ine cont ributors
wil l  testify, spot t ing those t ransposed let-
ters in a page full of  text dur ing the early
hours  of t he, moming is v irt ually  an im-
possibility!  In any  applicat ion where pro-
fessional presentat ion is important ,  a
spelling checker is almos t  essential.  Un-
fortunately ,  1st  Word shares a c ommon
deficiency wit h ST Writer in that  it
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doesn't offer a spell check ing facility. The
solut ion in both cases however,  can be
found on WORD PROCESSING 2.

SPELL CHECKING

Amongs t  a jumble of  goodies on this  disk
there is a program called Spell whose
func t ion is to compare any text fi le wit h a
list  of  correctly spelled words.  When Spell
fi nds a word it  doesn't  recognise, it  asks
you whet her you would like to change
the word,  add it  to the dic t ionary  or s im-
ply  ignore it. I nit ially  the dic t ionary  holds
a relat ively  minut e collect ion of  words
and the checker quest ions almost  every
phrase in the document .  As you examine
more files, the correct words  are added to
the dic t ionary  and, in  theory,  you could
eventually  bui ld up a disk  containing
y our complete writ t en vocabulary!  Else-
where on WORD PROCESSING 2 there is
a useful program for obtaining stat ist ics
of the words,  characters  and lines  in
y our document  plus  a print  spooler and a
ut il it y  to set -up your print er correct ly if
you don't  have the Cont rol Panel ins tal-
led. There's  a whole lot more too!

C O MPA TIB ILITY

If you use a computer at work  or college
and need to bring your documents  home,
or if  you've just  upgraded to a new word
processor, the problem you face is one of
fi le (in)compat ibilit y .  ST file formats  in-
c lude Protext, WordPerfect ,  ST Writer,
1st Word and others  whils t  on PC
machines  there are dozens more.  inc lud-
ing dif ferent  versions of the same pack-
ages (such as Words tar 4.0 and 6.0)!
Some of  the commerc ial word processors
are supplied wit h convers ion ut ilit ies  to
Import  documents  f rom their main com-
pet itors but  obviously,  these can't  in-
c lude t hem all.  I f  you don't  warn to lose
the format  of  your text t hrough a s t raight
t ransfer to ASCII. the best place to t urn
is the Public  Domain.  I f  you need to con-
vert y our documents  to 1st Word.
LASERBRAI N EPSON EMULATOR is the
disk  you need. It 's where you'll fi nd 1st
Convert ,  a program whic h can t rans form
ASCII. ST Writ er or Words tar text. into 1st
Word format ,  (Inc identally ,  the main sub-
jec t  of  this disk  is a super ut ilit y  which
enables the Atari SLM804 laser printer to
emulate a s tandard Epson printer.  I t  in-
c ludes several Elite fonts and drivers  for
1st Word and Wordplus).  The most  flexi-
ble convers ion program lye come across
Is File Trans lator,  on the UTI LI TI ES 3
disk. File Trans lator can convert  to and
f rom ASCII. Words tar and 1st Word for-
mats  via a user-f riendly  interface. I t  can
operate as a s tand-alone program or a
desk accessory and, coupled wit h 1st
convert, this  should enable you to switch
easily between most  of  the popular for-
mats. I f  your word processor isn't  sup-
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Tr N new Ipelling of word

ported by these programs
then Ajax  could be your last
resort. No, not  the propriet -
ary c leaning substance but
one of the ACCESSORIES &
UTI LI TI ES which,  in the au-
thor's words.  'c leans and
shines all non-printable
characters and bleaches 'em
to spaces'! Ajax  just  leaves
the text plus  carriage re-
t urns  and line feeds so you
should,  at  least, be able to
make some sense of a non-
standard document.

D ISK MAGS
AND TH E  STE

It would be nice to dedicate a whole art i-
cle to STE demos but ,  as yet, these are
few and far between. Maybe soon.... i f
you own a l o4os TE  there is at least. one
measure of  compensat ion - I have disco-
vered that ST NEWS: THE FI NAL COM-
PENDI UM (supplied on TWO double-
sided disks) wi l l  work  wit hout  a hitch!
(NOTE: A lot ofprogmrrts  that  wi l l  run on
the 1040SI E may  not run on the 520STE
even though they require less than 500k
memory:  Ed.)
This  very last issue of' ST NEWS is as fun

and readable as ever wit h reviews, t ips,
solut ions, stories and some int riguing re-
velat ions in a ' re-print '  of  the very fi rst
edit ion.  Meanwhile,  the Lost Boys have
produced a disk  magazine of their own.
It's called MAGGI E 1.0 and contains
some VERY informat ive details  of hidden
demo screens as well as news, reviews.

There are very few
public domain spelling
checkers about -
SPELL is one of the
best but you have to
create your own dic-
tionary as you go

TRANSLALPRG

Selett the types of tfte input and nutput files:
Output

Nit Tot
= M I =
EBEIMEE

licrdstir
M E R E

Info— I

ante

TRANSLATOR - perfect if you_ use different word processors

chat and stories, not  to ment ion some
excellent demos! Well wort h a look.

SEASONAL
GAMES?

Christmas is coming! Well, not quite
perhaps but next issue it will be. just
around the corner so, in a seasonally
recreational mood. I intend to examine
some of  the many  games now offered in
the Public  Domain.  Budgie have recent ly
releases some crack ing games so we may
well take a look at those or perhaps some
of  the earlier public  domain games that
have now become classics. Whatever we
take a look at you can be sure that  it  wil l
be excellent value for money!
In the meant ime,  any correspondence

sent t o me at the address shown below
arould be most  welcome. Fut ure topics
have yet to be decided and suggest ions
wil l  be gratefully  received!

HOW TO GET THEM
All of the disks referred to in this article are available from the PAGE 6 PD library. Each has a
unique reference number which you should use when ordering or enquiring about the software,
Please contact PAGE 6 if you don't have a copy of their Accessory Shop leaflets and check the
system requirements for each disk. THE PAGE 6 CATALOG DISK containing a full list of disk
names and contents is available from the library, priced at El. The disks mentioned in this
article are:

ST22 - PRINTER DRIVERS
ST60 - WORD PROCESSING 2
ST93 - ACCESSORIES UTI LI TI E S
ST112 - UTILITIES 3

ST317 - LASER BRAIN EPSON EMULATOR
THE LOST BOYS' MAGGIE 1.0
ST NEWS: THE FINAL COMPENDIUM

Prices for standard disks are E2.95 each or £2.50 each for ten or more
Write to PAGE 6, P.O.Box 54, Stafford, ST16 IDR

Telephone 0785 213928 or FAX 0785 54355 with credit card orders
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M U S
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WITH YOUR ATARI

John S Davison's
regular guide to

all the ways
of making music
on your favourite

computer

m a n y  moons ago I promised to tell you more

about  MIDIMaster,  a great lit t le package f rom
Page 6 designed to enable Atari 8-bit  compu-
ters to record and playback mus ic  v ia a MIDI
equipped synthesiser keyboard. I  held of f  be-

cause we couldn' t  ac tually  manuf ac t ure the hardware,
as we had great diffi culty  obtaining Molex plugs (a v ital
component ) in small enough quant it ies  to make the
project  fi nanc ially  viable. Unbelievably ,  it  took over a
YEAR of searching before we found a company  (in
California,  no less!) wi l l ing to supply  the required num-
ber. However,  now MIDIMas ter is fi nally  available I can
tell you more about  it.

MIDIMas ter was originally  designed and marketed by
2-Bit  Systems of  Luton, but  they eventually  wit hdrew It
to concentrate on 16-bit  products .  As far as I 'm aware
It's the only  MID) interface available for the 8-bit
machines  in the UK. and its loss would have been a
serious blow to 8-bit  mus ic  enthusiasts.  Page 6. in its
role as Champion of  the 8-bit  Users, t hen stepped in
and negot iated a deal to save it  f rom obliv ion.  I t 's a
complete hardware and sof tware package. compris ing
a MIDI  interface.  MIDI  cables, a disk containing
various  sof tware items, and an ins t ruc t ion manual.
The original manual  was rather sk impy  so I've writ t en
a more helpful vers ion based on my  own prac t ical
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experience of  MIDIMaster.  This  is now inc luded as part  of
the package.
The MIDIMas ter hardware looks like a s imple cable, but

there's more to it  t han meets the eye! In fact, t hat  one
cable contains the MIDI  interface c ircuit ry  and a pair  of
MIDI  cables. On one end there's  a s tandard Atari 8-bit
serial connector (the infamous  Molex plug!) and the other
end sports two 5-pin DIN plugs.  The interface electronics
are cleverly built  into the plugs, and are powered direc t ly
f rom the computer's  serial socket. Connec t ing up is s im-
ple - Just bung the serial plug into a free serial port  (e.g.
on your disk drive) and the DIN plugs into your synthesis-
er keyboard's  MIDI  IN and OUT sockets and you're inbusiness.
The disk contains  five main programs  and several dif fe-

rent  types of  music data fi les. The programs  inc lude a
s imple real-t ime MIDI  sequencer: t wo mus ic  fi le player
programs:  and two voice patch editors. The prov is ion of
the "s tarter set" of  music data fi les means  you can be
play ing mus ic  via MIDI  jus t  moment s  after connect ing up.

REAL-TIME SEQUENCER
The sequencer program records in real-t ime only, so you

have to ac tually  play a piece of music  into it  f rom a MIDI
keyboard. I t  has no way of  direct ly entering notes in step-
t ime, 1.e, one note at a t ime, but  there are other ways of
achieving this  as we'll see short ly .  I t  has eight independent
monophonic  recording tracks, but  polyphonic  chords can be
handled by swit ching two or more t racks to record s imul-
taneously. Also, quite complex polyphonic  arrangements  can
be created by recording monophonic  t racks one at a t ime and
then play ing them all back together.  Each t rack can be set to
a dif ferent  MIDI  channel and program number,  prov iding a
mul t i t imbral  capabilit y  when used wit h a synthesiser able to
play several dif ferent  sounds at the same t ime.
Various  other features let you transpose, repeat.  delay.

ret ime, and erase tracks, and to save and load sequence tiles.
Regrettably, there are no t rack edit ing or quant is ing facilit ies
for error correct ion, so i f  you cock up a recording you have to
re-record that  track. As I said, this  sequencer is very s imple,
but  it  can produce excellent results  wit h pract ice.
If you don't  have the mus ical sk ill to record each t rack

direct ly  f rom the synthesiser keyboard in real-t ime,  you can
use Atari's  Mus ic  Composer cart ridge or Advanced Mus ic
System (if  you already  own them!) to build mus ic  fi les In
step-t ime. These programs were originally  designed for mak-
ing mus ic  via the computer's  internal sound chip,  but  MIDI -
Master's MC and AMS player programs enable you to play
back the mus ic  data files they produce via MI DI  instead! And
i f  you'd rat her listen to someone else's mus ic  instead of
creat ing your own, you can always buy  disks full of  ready-
to-play Advanced Mus ic  System fi les f rom the Page 6 Public
Domain Library .
The two voice patch editors  inc luded allow you to create new

sounds or edit  ex is t ing ones on Yamaha DX100,  DX2I ,  and
IIX.27. and Casio CZ series keyboards. This  is especially
useful for the widely  used Casio CZ230S,  as the only  way to
create new patches for it  is ilia MIDI .  The editors  work  by
us ing MIDI  System Exclusive messages to fetch the para-
meters defi ning a chosen voice f rom the synthesiser. These
can then be changed to any thing you wish and returned to
the synthesiser and played. New voice parameters  can be
saved to disk and reloaded when required.
By ST standards the sof tware is fairly  basic, but  it  really

does work  and is capable of  produc ing some very mus ical
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used MI DI Mas t er extensively in recording the mus ic  on Page
6's World of  Computer Mus ic  Mak ing audio cassette I de-
scribed in the last issue. I f  you want  to hear what  MIDIMas -
ter can do before buy ing it. why  don't  you get the cassette
fi rst  and have a lis ten.  I  t hink  you'll be pleasant ly  surprised
by what  you hear.

NEW YAMAHA PSS KEYBOARDS
In J uly  this  year!  braved the crowds, heat,  and deafening

cacophony of  the Brit ish Mus ic  Fair at Oly mpia - specifically
to t rack  down Yamaha's  brand new PSS keyboards. The
rumours  I'd heard were true, as amongst  a mass of  new
produc ts  Yamaha were showing a completely  updated PSS
range. The two MIDI  equipped models  of  interest to Atari
users are now called the PSS-590 and PSS-790. Unlik e the
last model update this  is not  jus t  a COShiette change. These
Ins t ruments  are totally  dif ferent  f rom their PSS-480/680 and
580/ 780  predecessors.
The most  import ant  aspect of  the new models  as far as the

Atari user is concerned is t heir MIDI  implementat ion,  but
nobody - not  even the s t at ion the Yamaha stand - could tell
me any thing about  it !  So, t he details  below are based purely
on the limited inf ormat ion available and a couple of hours  I
spent play ing around wit h the ins t ruments .
Both ins t rument s  have those vital MIDI  IN and OUT ports

and addit ionally  the 790 also has a TI IRU port .  They  have an
inc redible 28 note polyphonic  capabilit y  and are mul t i t imbral
(degree unknown! ).  I t  looks as if  all 18 MIDI  channels  are
supported as before, giv ing you plenty  of scope for exercising
that  mult i t imbral i t y .
It's a fair bet that  the MIDI  System Exclusive aspects wil l  be

totally  dif ferent  as the method of  sound synthesis has
changed completely.  The new ins t ruments  use Yamaha's
Advanced Wave Memory  technology instead of  old style Fre-
quency Modulat ion.  AWM uses digitally  sampled sounds,
whic h theoret ically  produces muc h more realis t ic  results
when play ing piano,  orchestral,  choir,  and other imitat ive
sounds. Unfortunately ,  this  means that  ex is t ing versions of
Atari based PSS voice patch editors  such as PatchEd and
PSSED no longer work.  Also, Yamaha seem to have done
away wit h the "synthesiser" sect ion on the ins t rument 's  f ront
panel.  so there's no prov is ion for cus tomis ing the sounds in
the way possible on prev ious models.  However,  the 790 does
have "vector synthesis", more of  which short ly .
Both ins t rument s  have 100 preset AWM sounds, div ided

into ten major categories, inc luding Keyboards (pianos,
organs, etc), Guitars ,  Strings,  Mallets  (v ibraphone,  marimba.
etc). Brass.  Woodwind.  Chorus  (human choir sound), Basses,
Synth (assorted elect ronic  non-imitat ive sounds), and Per-
cuss ion (drums  and various  sound effects). This  last group
can be played direc t ly  f rom the keyboard, or  addit ionally  on
the 790,  f rom eight ass ignable percuss ion pads - so you can
bui ld your own customised drunik it s .
Some of  those AWM sounds  are amazingly  good. and per-

cussion in part icular seems bet ter than on the earlier mod-
els. However,  several sounds  seem disappoint ingly  weak, and
some have a higher level of  background hiss than I would
have liked. But  hav ing said that ,  overall sound qualit y  is
probably  no worse than on other ins t ruments  at this  price
level. and is  perfect ly adequate for home and amat eur use.
Also, t he ins t ruments  would undoubtedly  sound muc h bet ter
played t hrough a decent amplifi er and speaker system.
rather than the tat ty  headphones prov ided on the Yamaha
stand,

VECTOR SYNTHESIS
Although the AWM sounds don't  appear to be editable, the

790 has gained a t rendy "vector synthesis" joyst ick cont roller
like that  on Yamaha's  new 7 9 9  SY-22 synth, whic h part ly
redresses this  loss. I t  allows you to assign any four of  those
AWM sounds to the four primary  direc t ions of  the joyst ick
(forward,  back,  left, right ) t hen mix  them together in any
proport ion by mov ing the joyst ick appropriately .  You can
move the joyst ick while you're play ing t
h e  i n s t r u m e n t  
t o
dynamically  alter the sound produced - mak ing it  a powerful
performance cont rol as well as a means  of  produc ing custom-
ised layered sounds. One small snag is that  the ins tntment 's
polyphonic  capabilit y  is s ignifi cant ly  reduced when play ing in
vector synthesis mode, as each key pressed t riggers up to
four dif ferent  layers of  sound.
The bui l t - in sequencer has been reduced to only  two t racks

on the 590.  while the 790's has been increased to eight.
Unlike the older models, each t rack seems to have a polypho-
nic  capability .  The 790 has a dedicated "vector synthesis"
track, pres umably  for recording the movements  of that  joys-
tick. Anot her is dedicated to recording percuss ion pad
sounds, and a t hird to auto accompaniment .  Yes, these
ins t rument s  retain the fantast ic  "style play" auto accompani-
ment  features of  the previous models,  but  there are now only
50 styles instead of  100 - but  each has two variat ions.  I
couldn't  establish whet her these styles are st ill t ransmit ted
via MI DI  - it 's  a pity  if  they're not.
I've always thought  Yamaha's  MIDI  equipped PSS ins t ru-

ments  are the best possible low-cost  s tart ing point  for anyone
interested in computer based mus ic  mak ing.  Assuming the
MIDI  implement at ion of  these new models  is up to scratch
(and there's no reason to believe otherwise),  then they ' ll
cont inue to make excellent partners  for your Atari ST or 8-bit
machine fus ing MIDIMaster,  of  course!). I f  you're t hink ing of
joining the MIDI  revolut ion,  make sure you check t hem out,

SNIPPETS
Wi th the i mmi nent ar r ival  of the new Yamaha PSS

models.  dealers are ax ing prices of  the PSS-580 and 780,  in
some cases to under £100. At these prices they're irres is t -
able, so grab one while you can!

More end o f  range barga ins  I  hear the reason for
Steinberg's decis ion to s lash the prices of  their Pro-24 and
Twelve sequencers for the ST is because they're being discon-
t inued soon. Replacements  are the vastly more expensive
Cubase and Cubeat  products .  I f  you want  these top-fl ight
programs at a bargain price you'd bet ter move swif t ly  before
they're gorse forever.
• C - L a b  are said to be pr oduci ng a cut-down version of
t heir superb Creator sequencer for the ST, to sell at less t han
f..200. Presumably ,  this  is to compete wit h Cubeat .  Stein-
berg's new cut -down version of  Cubase.
• I n  t he las t  issue there was a news item which briefl y
referred to a new version of Advanced Mus ic  System for the
8-bit  machines.  This  could be a perfect part ner for MIDIMas-
ter, so t r y  to get more details  for next t ime,

•  T h e  World of Computer Music Making tape is
still available from PAGE 6 price .C3.95. See the
adverts elsewhere in this issue or write to
PAGE 6, P,O. Box 54, Stafford, ST16 IDR
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is very s imple.  Wit h in
each level the hero

'Quifly', a green blob wit h
arms,  legs, and a pair of gog-
gles, mus t  explore the caverns
and collect all of  the t rash
whic h is not  nailed down.
Once he has collected it  all,  he
can then use a teleporter to
proceed to the next level, I n
addit ion to the 36 normal
levels. Quif f y  mus t  also nego-
t iate his  way t hrough a f urt her
6 levels, whic h have been built
by the dev ilish Wing (whoever
they may  be) giv ing a total of
42 levels.
There are two types of  tele-

porter wit hin the game, whic h
out wardly  look exactly the
same. These are the 'end of
level t ransporters '  and the ' in
level t ransporters*.  The former
move Quif f '  On to the next
level and the lat ter moves him
around wit hin the env iron-
ment  of  the level he is on.

FACTS
l i t e :
R O T
O X
Publisher
- 
U . S .  
G o
l d

Price: E 1 9 . 9 9
Reviewer:  J ohn Davison inr

SIGHT & SOUND
The graphics  are dull and jerky
and the sound is feeble

GAMEPLAV
Z 7 7 7 7 7 1 7 7 7 7 7 7 7 7

VERDICT
The hype for this game most
have cost a fortune. They
Should have spent the money
on mak ing ot playable!

62 I s s u e  46 - New Atari User

Basically  the
game is of  the
plat f orm arid lad-
ders variety and is
therefore a de-
scendant  of  the
ancient  t ried and tested for-
mula  of  mov ing your character
around collect ing objects in
order to reach a higher level.
Flood is by no means an ori-
ginal concept although it  does
have some lit t le extras. Firs t ly ,
as you play  the meaning of the
game's t it le becomes increas-
ingly  apparent ,  as you realize
that  the levels are s lowly  fi lling
up wit h water!  Secondly. scat-
tered t hroughout  the various
levels are a number  of items of
'hardware' ,  inc luding fl ame-
throwers ,  grenades. boomer-
angs. and dynamite!  Due to
the unf riendly  dispos it ion of
the denizens of  the caverns to-
wards  Quif fy,  a good tact ic
appears to be to grab the
closest available piece of  dan-
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t rooper injured in
combat.  Rotox t h e

cyborg has been t rans formed
by 22nd century  science into a
devastat ing cybernet ic fi ght ing
machine.  Rotox - the game is
the prov ing ground.
Specially const ructed land-

scapes in deepest space pro-
vide a night mare env ironment
of deadly machines  and hos-
t ile lifeforms. Mis takes are
fatal. Surv ive and you wil l
bui ld yourself  into a lethal
fi ght ing machine.  Fail and
your soul wil l  wander the
galaxy forever,
The amount  of  hype whic h has
s urrounded this  game made
me curious  but  as wit h many
games the hype is by no

gerous look ing k it  and use it
to blast  any thing that  moves!
The presentat ion of  Hood is

of a very high quality .  The
graphics  are of a superb stan-
dard,  being suitably  dull and
s limy  look ing for the inner
depths of  the caverns, The
sprites are very smoothly  ani-
mated and excellent ly drawn,
and as an added bonus  (
-
f
l u f f y

hims elf  scores very highly  on
the 'cute scale. The sound is
also very good indeed. As far
as I can tell the spot effects
are all sampled and of  a very
high qualit y  and quite approp-
riately  used.
Overall I was very impressed

wit h Flood. It 's amus ing.  f un
and compelling in its  game-
play. Very enjoyable.

means just ifi ed.
in a word,  Rotox
could be s ummed
LIP as 'BORING'.
There is not hing

revolut ionary  about  the game
at all.  You merely  control your
•cyborg' as he walks  around
the 'host ile env ironment '
shoot ing things. The v iew of
the game is solely f rom above,
as you move the great warr ior
around.  The packaging proud-
ly boasts of a 'revolut ion',
where Rotoseape enables you
to move around a background
landscape of  polygons. I t  then
goes on to say that  you can
'watch in amazement  as the
background zooms, scrolls,
and rotates t hrough 360 de-
grees around you, giv ing an
inc redibly  lifelike feel to the
game." There are a number  of
things  I could say in react ion
to that  statement,  however.
most  of them aren't  printable!

FACTS
Title: F L O O D
Publisher: Elec t ronic  Arts/

Bullfrog
Price: £ 2 4 . 9 5
Reviewer: J ohn Davison inr

SIGHT & SOUND
The graphics  and sound we
both very well done and are
suitably amus ing for the style of
game

GAMEPLAY
Surpris ingly addic t ive cons ider-
ing it's yet another variety  of a
platforms and ladders  game

VERDICT
A fun, cute, amusing, and en-
joy able game which shouldn't
tax the ardent  games play er
too much

ROTOX
The basic idea of  the game

has you walk ing around the
landscape c learing the sectors
of  hostile aliens and collect ing
Items of  weaponry  for your
art illery .  I n places the game
has its inspiring moments ,
but  these are few and far be-
tween. In theory  this  should
be a very interes t ing game as
the idea is not  at all bad.
however the ac tual execut ion
of  the theme out lined above is
quite dreadful.  There is cer-
tainly  not hing 'revolut ionary '.
as games like this  can be
found on most  computers.
The graphics  are uninteres t -

ing. The animat ion is jerky
and the sprites are drawn in a
very s imple manner.  The
sound effects are uninspiring.
It took many  hours  of  play ing
to make me fi nally  accept
that,  sadly, t h i s  game is quite
amaz ingly  and outs tandingly
boring.
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KICK OFF 2
K i c k  Off  2 wit h World

Cup 90 as a bonus  is
the sequel to that  im-

mensely successful soccer
game of  last year. Firs t ly  it  is
necessary to point  out  that  the
world cup game is only  really
a background to this  upgrade
and can in fact be jug,gled
around to stay relevant for
subsequent  years.
Wit h that  sorted out  let's see

jus t  what  has changed since
the last Kick  Off. Well in the
fi rst  place it  is now possible to
design the teams strips, and
do away wit h the odd one col-
our  st rips of  last season.
There is a far bet ter league
creat ion mode for up to 4
players a game and there are
opt ions to as tound your
f riends wit h the Golden goals
compet it ion,  yes you can save
y our scores to disk to s tudy
later.  The system seemed to
hold up the game and felt im-
mensely  complex  but  wprked. -

FACTS
Title: G R I M B L O O D
Publisher. Mos t ert ronle
Price: E 4 . 9 9
Reviewer: J ohn Sweeney

SIGHT & SOUND
Lots of  good stuff, shame the
gameploy  didn't  match it

GAMEPLAY
Slow and tedious b a d l y
des igned

VERDICT
Not rec ommended - even at  its
budget  price?

The game also
contains opt ions
to be a player
manager in your
own team and
even the chance
to select your 16 man squad
and select subst itutes  as
needed. As a soccer s imula-
t ion it  seems to be reaching a
peak but. sadly it  remains
most t ricky  to beat the com-
puter even when the most
favourable levels of  skill are
chosen, alt hough this  does en-
courage the necessary pract ice
and ensures the game a long
at tent ion span. One boon to
poor players such as myself  is
the opt ion to s low a game
down to about  50% ostensibly
to watch the development  of
plays. but  fortunately  to make
the game more playable.
It is quite impress ive to note

that  each team has it 's own
personality  when played by
the computer.  Braz ilians  use
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der and mut i lat ion
stalk the corridors  of

Cast le Grimblood,  and t error
rules the day...."
Sounds  promis ing!  Load it  up

and it  looks and sounds  prom-
ising! Play it  and you wil l
probably  be disappointed!
The fi rst  problem I had was

that  I couldn' t  get it  to load on
my  1040 STE, So, I t ried on
my very old 520 ST wit h it.s
1MB External Triangle disk
drive. That  wouldn' t  load
either.  I rewired the old 520 to
use Its original SF354 .5MB
drive - fi nally  it  worked!
Nice graphics.  nice music .

nice voice synthesiser, looks
as though it  should be good!
One of  the 23 characters (lots

flare and speed while Ger-
mans  build up f rom behind
solid defences.
This  is a game which is a

worthy  successor to its pa-
rent,  alt hough I s t ill ft-el that
the control mode can be a lit -
tle hit  and miss. Finding a
teammate to pass to can be
tricky and it  takes a lot  of  t ime
to discern jus t  where the goals
are relat ive to any  part icular
player. I was  pleased to see
that  the referees had been
kept and there is even a facil-
ity to select your own favourite
ref.
I enjoyed this  game although

I f ound the constant  t rounc ing
by the computer very depress-
ing. A very good soccer game,
bet ter than its predecessor

GRIM
of  nice lit t le por-
t raits ' is  going
around the 60+
rooms (nice
graphics  of the

Castle and all its windows)
k il l ing the rest of  the guys
with various  of the 16 odd im-
plements  scattered around.
You can use the mouse to
move around the castle, check
for objects in rooms,  look for
secret passages, and interro-
gate people.  "Grimblood is
cont rolled ent irely  f rom the
mouse": "by  press ing keys
Fl -F10.  you ask quest ions of
the person" h u h ?
As you can probably  guess,

(; r imblood is bas ically  a form
of Cluedo. However,  the ques-
t ions seem rather point less as
the murderer is allowed to lie
to quest ions like 'Where were
you at the t ime of  the mur-
der?", and no-one ever admits
to hav ing touched the most  re-

FACTS
Title: K I C K  OFF 2
Publisher A n c o
Price: £ 1 9 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
No really  exc it ing sounds but
smooth scrolling sprites keep
he player's  attention fi xed on
the fi eld which is necessary

GAMEPLAY
Fast, smooth, versatile and ex-
c it ing Possibly too many  joys-
tick movements  but That can
be adopted to

VERDICT
Probably  the best football s imu-
lat ion for Me ST at the moment,
If you liked 1 then 2 is better
well worth buy ing

LOOD
Cent murder  weapon;  and you
can rarely  fi nd the person you
want  to interrogate anyway
since there are far too many
locat ions - 62 rooms plus  cor-
ridors  and secret passages.
I got bored wit h the mus ic

fairly  quick ly  and t urned that
off. I also got fed up wit h the
speech s !
g
r r i t h e s
i s e r  
( e s p
e c i a
l l y

as it  is somet imes  incompre-
hensible - Night jar sounds like
My Bath! ) and t urned it  elf
hoping that  that  would speed
up the game: unfort unately  it
doesn't - and you need it  any-
way as it  is the only  way to
fi nd out  where a door leads!
And the graphics  get very
tedious af ter a while as well -
it ins is ts  on spending 10
'seconds showing a door s lowly
opening every t ime someone
enters a room!
I won a couple of  times, but

only  t hrough luck,  and af ter
the third t ime the game hung!
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ANARCHY
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far away in the t ime of
the early  8 bit  there

was an arcade game called
Defender.  In this  game there
was a revolut ionary  new con-
cept of two way horizontal
scrolling and a windowing
technique to act as a radar
system. The basic idea was to
stop a variety of unpleasant
spacecraft k idnapping your
space bases.
Now Psygnosis have followed

in the wake of  Classic Invad-
ers and produced Anarchy,
the reason for the t it le escapes
me as it  has as muc h anar-
chical content  as Young Ones
Ric k s  poetry. The game is
though well made graphically
and Is very faithful to the old
arcade game, it  plays extreme-
ly fast and f urious  and main-
tains a s t rong soundt rack  and
spot effect when running.
In gameplay  there are opt ions

to pick  up the occasional

FACTS
Title D Y N A S T Y  WARS
Publisher Copcomal.S.  Gold
Price: S  1 9.95
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
The graphics are large and col-
ourful with good spot effects.
The loading is fun, fine arcade
style

GAMEPLAY
It seems very repetitive with tit-
tle to add to the excitement.
Maybe 2 player mode helps a
bit but not greatly

VERDICT
A playable gam e that would
not really set any desires
aflame
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bonus  globule
that  wil l allow for
the various man-
datory  special
shoot 'em up
effects. One in-
terest ing variant  on the origin-
al is  that  it  is now possible to
coat y our space cubes wit h a
force fi eld to prevent damage
and theft. There is also the
opportunit y  to have a second
cannon running alongside of
y our ship to give twice the fi re-
power.  These ammuni t ion
pods can also give other
various high powered destruc-
t ion variants.  I suspect the
auto fi re joyst ick would make
this  game a great  deal easier.

! lav ing said this  there is very
lit t le more to the game. Each
screen or level is very like it 's
predecessor only  faster and
the hyper space mode that  is
entered on los ing all your cap-
sules is even faster and less
decorat ive than the init ial

apcom are becoming
synonymous wit h
good arcade conver-

sions and this  piece of  soft-
ware maintains  t heir image
well.  For those of you who re-
member the Water Margin and
those strangely dubbed Chine-
se hero fi lms this  wil l be a t rip
down memo! )
,  l a n e .The very s imple scenario Is
that  you and possibly a
second player must  select one
of the four heroes to go out
and defeat the raging and
ty rannical generals support ing
the unlawf ul dynasty. I t  Is
y our goal to restore law and
order and also to rid China of
those diffi cult  Man Chu up-
starts. To achieve this  the
charac ter must  ride his  horse

screens. I f ear that I have
come to expect a high degree
of originalit y  f rom Psygnosis
and this  game is somewhat  of
a disappointment  f rom that
point  of  view.
My second bone of  content ion

Is wit h the packaging. it  shows
some very good screens but  it
shows the Amiga shots more
ak in to blood Money  while the
S'I• shot shows the reality  of
the was teland of  this game.
I am ambivalent  about  this

game. I n some respects I
would feel cheated by this  if  I
bought  expect ing something in
the usual Psygnosis style, but
on the other hand if  I wanted
an updated version of  Defen-
der then this  would certainly
merit  serious considerat ion.

Ihrough a hori-
zontal scrolling
wilderness  k il l ing
and maiming as
muc h of  the

peasantry and local mil i t ia as
possible_ Granted they can be
sneaky wit h t heir rockt raps
and fi re-bows but  not hing a
t rue hero can't  cope with!
Should the going become a

lit t le tough then each hero has
the abilit y  to work  magic, this
can produce rockfalls  or fi re-
balls  or other such disasters
to help you on your way.
The controls  are a lit t le

idiosyncrat ic  and rely  on the
durat ion that  the joyst ick is
depressed to build up the
strength of  the blow. On the
whole though the garlic man-
ages to cope wit h them. Some-
t imes selection of  a few func-
t ions becomes pernickety  but
there Is a fl ow to the events
that  maint ains  interest.

FACTS
Title: A N A R C H Y
Publishes': Psygnosis
Price: £ 2 4 . 9 9
Reviewer: Damon Howarth

SIGHT & SOUND
The graphics are well imple-
mented but unimaginative
while the sound Is strong and
effective

GAMEPLAY
A vet)
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sion, joystick control is excel-
lent, the level choice is friendly,
the game quite fast enough

VERDICT
hove a lukewarm re-action to

this but then Defender was
never one of my favourite
arcade games anyway!

DYNASTY WARS
The major problem wit h this

game is that  once you have
played for an hour or so it
rapidly  becomes extremely re-
pet it ive and lack ing in real
challenge. While there is some
variety in the choice of the
four heroes, bot h the game-
play and the scrolling back-
grounds  become a lit t le wear-
ing. The whole game is very
well programmed and is an ex-
cellent feat of  conversion but
even so it  falls foul of  many
conversions in that  it  lacks a
long term "hook".  Perhaps
with arcade games In arcades
the real challenge is to com-
plete it  before you run  out  of
money. Sadly  I would suspect
that  even the most av id
gamester would t ire of this in-
side the arcade. There is lit t le
room for tact ical t hought  wit h-
in the game and it  does not
compare wit h St rider,  for ex-
ample,  in its challenge. 1
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by the makers  of  Cap-
tain Blood and shows

all the same Gallic  ingenuit y
of  that classic. I t  is a s imple
game but  like all the s imple
games one that  requires  cun-
ning and devious logic.
Quite s imply  the player con-

t rols  a small spider robot  that
mus t  place various  coloured
slabs along an exit causeway
before Prisoner style bubbles
envelope it. The only  defence
the spider has are its web
whic h can destroy bubbles
caught  in it. I t  is an unf ort un-
ate fact for the Spiderbot  that
these coloured slabs are
placed all over a very large
mul t i  s toried grid full of  black
holes and other hindering
scenery.
The layout  of  the board is re-

miniscent  of  Marble Madness
alt hough the later stages br ing
about  mazes that  are quite
confusing.  The pace of  the

FACTS

Publisher,
Price:
Revewer:

ESCAPE FROM THE
PLANET OF THE
ROBOT MONSTERS
Domork
£19.99
John Davison Or

SIGHT & SOUND
The graphics  are medioc re but
by no means  dreadful, with
animat ion being a little too
jerky  for my  lik ing. Sound is fair-
)), feeble

GAMEPLAY
Great fun for two players, but
not so muc h for one play er as d
gets a bit  tedious

VERDICT
A reasonable shoot 'em up
c ombining ladders  and plat-
forms 'think ing' with Robotic()
'blas ting'

game starts off
fairly  comfortably
but  proceeds to
f rant ic  at a rapid
rate. The 3D
effects of  the maze
are good and the joyst ick re-
sponse extremely posit ive. The
possibility  of running out of
levels is  somewhat  remote but
In that  unlikely  event there is
the opt ion to create or custo-
mize levels to your design.
This  creat ion process is both

easy and entertaining to do.
Indeed once your f rus t rat ion
with the evil balls  has risen
too far it is  most  relax ing to
take t ime Out to create some
more direct  and less f rus t rat -
ing sett ings for the Spiderbot
to c ircumnavigate.

It is once more most  pleas ing
to see that  budget  games are
of fering such good value and
of those games I have seen
this  t ime round Spidert ronic
was my favourite.  It maint ains
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of the Robot  Monsters
is a two player s imul-

taneous rescue miss ion in
whic h you, as either of the
clashing heroes Jake or Duke,
mus t  rescue Professor Sarah
Helium and free the enslaved
hostages before they are tur-
ned into Robo 'Zombies! You
mus t  also fi nd and break  Into
the food and bomb lockers to
get special weapons and sup-
plies to help you destroy the
evil Rept ilons.
The object of  the game is to

progress t hrough the three
dimens ional env ironment  of
the factories of  Planet X res-
cuing hostages and dest roy ing
the Rept ilons which guard
them. Around the factories

a sense of  fun and originalit y
that  I somet imes fear has been
lost t o the games world in this
mire of  conversions and shoot
'em ups. The act ion main-
tained my interest  into several
wee s mall hours  and gave the
cat great pleasure as it  t ried to
bat the balls  off the screen!
The screenshots on the pack-

aging are all ST shots and re-
flect the game quite accurate
ly. For those of rott who enjoy
good t it le mus ic  then the load-
ing screen is well wort h lis ten-
ing to since it  brought  back
echoes of  the Scandinav ian
group Focus to my  ears.
If you see this  game lurk ing
unbought  in the budget  corner
of  your local shop snap it  up
and you wil l  not regret  it.

you wil l encounter
mult i t udes  of  hos-
t ile robots which
wil l  do all in t heir
power to hinder

y our progress. However,  wi t h
a suffi c ient ly  high level of  'fire
but t on fi nger' s tamina these
can easily be disposed of. At
the end of  every three levels
you wil l  encounter one of  the
evil Rept ilons  who mus t  be
destroyed by cont inuous  gun-
fi re and bombing.  At  fi rst  this
wi l l  prove to be a major  prob-
lem for a beginner,  but  af ter
some t ime the defensive
methods of each of  these foul
creatures can be analysed and
counteracted. At the end of
every f ourt h level you wil l  have
to traverse the 'Canal Zone'. In -

this  part icular stage Jake and
Duke mus t  hop into their
'Cyber Sleds' where they will
have t hirt y  seconds to move
through the winding tunnels

FACTS
Title: S P I D E R T R O N I C
Publisher: Smas h  16
Price: £ 4 . 9 9
Reviewer:  Da mo n  Howarth

SIGHT & SOUND
BoM of these are excellent
espec ially  the loading screen
sonics

GAMEPLAY
Well graded to maintain in-
terest and addic t ive level, a ll
controls ore ex tremely  respon-
sive-

VERDICT
My favourite this limes  bunch,
excellent  value and good fun,
highly  rec ommended

ESCAPE FROM THE PLANET
OF THE ROBOT MONSTERS

to reach the next factory level.
Graphically  this  game can be

div ided into two categories.
Firs t ly  the t it le screens and
'between level' screens are of  a
very high quality .  The cartoon
style graphics  are well drawn
and very colourful,  but  the
game screens themselves
aren't  that  impressive.  The
animat ion Isn't part icularly
good and the defi nit ion of  the
graphics  could be better. The
scrolling qualit y  is also fairly
poor - while not  being exactly
jerky  it  isn't  especially smooth
either.  Sonically .  the game
Isn't too bad. There's  a catchy
lit t le tune play ing in the back-
ground - not hing marvellous.
but  it 's far f rom the dreadful
droning of  many other games.

In t erms  of  playability  I
would liken this  game to a
three dimens ional two player
vers ion of Robotron.
On the whole it 's a good blast.
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C o m p u t e r  games allow you to
enter a fantasy world and fulfi l
y our wildest  dreams:  you can be

a wizard or a warrior,  explore dis tant
planets or relive Napoleon's  batt les, be an
ace fi ghter pilot  or a City  Planner.  ... huh?
- a City  Planner? You mean you have
never fantasized about  being a City  Plan-
ner? Well,  never mind,  t ry  Sim City  and
see what  you have been miss ing!
You not  only  get to be City  Planner.  but

Mayor as well (Le you set tax levels!).
There are eight  scenarios provided, rang-
ing f rom Nuc lear Melt down in Boston to
Earthquake in San Francisco,  each wit h
specific object ives to be achieved wit hin a
l imit ed number  of years. But  the main
goal of  Sim City  is to al low you to design
the city of  your dreams • as long as you
plan it  carefully  and prov ide places for
liv ing.  work ing.  shopping and play ing.
while cont rolling problems  such as t raf -
fic, pollut ion,  overcrowding,  c rime,  taxes,
etc. then lots of  s imulated people ("Sims
-
)
wil l  come and live in your city!
The s imulat ion is almost  completely

mouse driven,  us ing lots of  icons and
windows  (you can use the keyboard for
some of the commands  - but  Q for
query ing an area, and 0-3 for cont rolling
speed were the only  keys I ever used).
The main play ing area is a large scrolling
window showing part  of  your city plus
icons to allow you to: bulldoze areas;
bui ld power lines, roads.  railway  lines,
parks. police and fi re departments .  sta-
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Price:
Reviewer

SIM CITY
Infogrames
£29.99
John Sweeney
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STRATEGY

diums ,  power
plants,  sea ports
and airports :  and
designate areas /
zones as Residen•
t ial,  Commerc ial,  or
indus t rial.
If you mak e sure

that  these zones
arc prov ided wit h
power and access
to t ransport ,  then
the computer will
generate thousands
of Sims who will
build houses.
offices and factor-
ies. The Sims manlies t  themselves to you
in a number  of ways. Firs t  buildings  will
appear.  t hen lots of lit t le black dots will
s tart  z ipping up and down the roads
showing the traffic density. Secondly
they wil l  start  complaining - the latest
poll fi gures are available in a window so
that you can see what  sort  of  job they
t hink  you are doing and what  their major
gripes are - taxes, pollut ion,  c rime,  house
prices. etc. Thirdly  they will s tart  deman-
ding things: messages appear at. the top
of the screen to let you k now that  they
t hink  the roads are inadequate,  or that
they want  a s t adium or an airport .
You can open windows  to v iew maps  of

the city out line,  the power grid, and the
t ransport  systems. showing traffic densi-
ty. c rime rate, land value. etc. and

graphs of his torical t rends in popu-
lat ion,  commerce.  indus t ry ,  pollu-
t ion. etc. The manual has a chart  at
the back  to help you unders tand
how all these things  affect each
other, so once you have found a
problem area le,g, populat ion drop
ping rapidly  or c rime ris ing rapidly)
you can work  out the sort of  actions
which might affect it.
The 50 page manual  also inc ludes

a Tutorial to help you get the most
out  of  all this  informat ion!
Sim City is very fl exible so you wil l

undoubtedly  develop your own style
of play. I usually  freeze the act ion

(press 0): check  the polls  for the main
gripes: scan the overall maps  for problem
areas relat ing to that  gripe:  decide on a
plan of  action: bulldoze,  zone and bui ld
as necessary: set the act ion going again
(press 3); s it  back and watch for a few
mont hs  (each mont h wil l  take f rom 10 to
50 seconds depending on the size of  the
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" design
the city
of  your
dreams"

city). Repeat  as necessary!
Everyone I k now who has played it  has

thoroughly  enjoyed it .  at  least to start
with.  Unfortunately ,  it  does not  appear to
have as muc h las t ing appeal as I had
hoped. Once you have built  a couple of
cit ies and solved a few of the scenarios it
gets to be a bit  "samey". Perhaps a few
more scenarios would have helped.
Maybe the next one wil l  keep me in-

terested for longer - it  is called Sim
World!

•  GAMEPLAY - Very well designed.
allotv iny you to easily pin point  prob-
lem areas and implement  modifi ca-
tions to your city - the mouse control.
icons and windows  work  well together
in most respects

•  GRAPHI CS Ex c ellent !

•  VERDI CT - Undoubtedly  art excellent
s imulat ion:  even i [you don't  like that
sort o f  thing you are likely  to get some
f un out o f  it - and lots of  people seem
to get thorott9ft ly addic ted to it
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Sixteen Bit Superdeals from the Sixteen Bit Specialists!
CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier.

520STE Power Pack
E349.00

Inc. VAT and Next Day Delivery
Power Pack includes:
•  520STE 512K Keyboard with Built-in 1 Megabyte disk drive and TV

Modulator
*  Over E550 worth of games software, including OutRun. Gauntlet 2,

R-Type, Space Harrier, Super HangOn and 16 more Top Games
*  Organiser Business Software including WORDPROCESSOR,

SPREADSHEET and DATABASE
*  First BASIC and First Music Utility Software
*  FREE JOYSTICK AND FREE MOUSE MAT WORTH E4.95
*  All leads, manuals PLUS MOUSE and free mains plug!

520STFM DISCOVERY PACK
£279.00

NEW! fantastic value for money pack includes:
*  520 STFM 512K memory keyboard with built in 1 megabyte double sided disk

drive and TV modulator
lir Game Pack including OUTRUN. SPACE HARRIER, CARRIER COMMAND and

BOMB JACK
*  UTILITY PROGRAMMES Inc STOS GAME CREATOR, NEOCHROME painting

package and FIRST BASIC programming language
*  ST tutorial programme and 'DISCOVER YOUR s T beginners guide to the ST

computer
*  PLUS MOUSE. MOUSE MAT, MANUALS. ALL LEADS, METACOMCO BASIC

AND MAINS PLUG!

1040STE BUSINESS PACK
E449.00

*  Includes the new 1 megabyte 1040STE keyboard plus over E200 worth of
business software including K-WORD wordprocessing software. K-CALC
spread sheet and K-DATA Database software Also includes Metacomco BASIC.
Mouse Pad, all Leads, Manuals and Mouse.

MEGA I  BUSINESS Pack
E529.00

Features:
*  Separate Keyboard and System Urirl
*  Inc. all software supplied with 1040 STE Business Pack
*  Better chip installed for faster graphics

Inc SM124 Mono Monitor E 6 2 8 , 0 0

ACCESSORIES
Ouickshot II Turbo Joystick  E 9 . 9 5  Br anded Memorex 3.5 DSDO Disks
Competition Pro 5000 Joystick  E13.95 B o x  of 10  E 1 3 . 9 5
Competition Pro with Autofire  E 1 4 . 9 5  Mem or ex Disk Box
Konix Speedking Joystick E 1 1 . 9 5  F o r  40 3.5" Disks £ 8 . 9 5
Red Mouse Mat with Amiga logo _15.95 Am i ga  112 Meg Expansion E 9 9 . 9 5
Plain blue Mouse Mat  E 4  95 Contr ol  Centre Alan or Amiga .E44.95
Naksha Mouse for ST. Amiga or PC E 2 9 . 9 5

Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad E20.95

PRINTERS

Star LC10 including interface lead for StrAmiga E 1 8 9 . 0 0
Star LC10 colour including interface lead for STrArniga E 2 1 9 . 0 0
Star 1C24-10 24 pin including lead for STAmiga E 2 4 9 . 0 0
Citizen 1200 + NLO including interface lead tor ST1Amiga E 1 3 9 . 0 0
Citizen Swift 24 pin letter quality including lead for STiAmiga E 3 0 9 . 0 0
Colour Version of Swift 24 pin E 3 4 9 . 0 0

AMIGA A500
GAMES PACK

fe a tur ing BAT PACK or the  ne w
FLIGHT OF FANTASY PACK

E399.00
Inc VAT and Next Day DeliveryBAT Games Pack Includes:

*  DELUXE PAINT II GRAPHICS PA
* Free TV modulator worth £2499 a owing y.p4 j
•  •• b yt e  d r i v e

* Amiga A5 0  512K Keyboard with Buirt-in I

*  FREE HOLIDAY 14 day
*  FREE, only just-released A , . . _  4
: N
s
i  V

. .
"
1
1
4

*  NEW ZEALAND STORY arca
* FIB-INTERCEPTOR - amazir S T O P  P R E S S !

BARBARIAN, WIZBALL &'
4
1
s 
N
e
w 
P
a
c
k 
N
o
w

*  A further E230 worth or

*  FREE JOYSTICK. MOUSEe
MA-r•ar
,
" 
A v
a i
l a
b l
e .

* Amiga BASIC, Amiga EXTRA

*  All leads. manuals PLUS M ,  t  •O••••••.7  P h o n e  f o r  d e t a i l s . .FLIGHT OF FANTASY •
A
.
* F29 RETALIATOR - tantaslic Pl
, 0
0 , 0 1 r  -  t
A

*  RAINBOW ISLANDS - smash .? new ,. , .  I /*  ESCAPE FROM THE PLANET OF T ,  ( ) B o i lV '*  Everything else listed for BAT Games Pack.

MO NI TO RS

TV

tory

AMIGA I  MEG
BAT GAME PACK

E499.00
I Meg Bat Games Pack includes:
*  Fitted 1 Megaby1e Memory Expansion + Real Time Clock Card
*  Everything listed for the A500 Bat Game Pack
*  DRAGON'S LAIR 1 MEG MEGAGAME!

AMIGA 2000
IBM PC AND AMIGA COMPATIBLE

TWO COMPUTERS FOR THE PRICE OF ONE!
E1349 (Inc  VAT and ne x t day  de l ivery )

(C1173 .04  exc .  VAT)FEATURES:
*  Separate keyboard & System Unit
* 1  Megabyte RAM - expandable
*  Built-in 3.5 Disk Drive loads Amiga Software
*  Built-in 5.25 Disk Drive loads IBM Software
*  Built-in 20MB Hard Drive stores IBM & Amiga Software
*  4096 Colours & Digital Stereo Sound
*  Runs IBM software with built-in XT Bridgeboard
•  IBM and Amiga Expansion Slots

Tutonai

E X TE RNAL DISK DRIV E S
Cumana 1 Megabyte Atari or Amiga E 8 9 . 9 5
NEC 1 Megabyte Atari or Amiga   E 7 9 . 9 5
Atari SF314 1 Megabyte E 1 3 9 . 0 0
Amiga Al D10 1 Megabyte E 9 9 . 9 5
Alan Megatile 30 Hard Disk E 4 3 9 . 0 0
New! Commodore A590 20 meg hard disk E 3 6 9  00
A590 Hard Disk + Memory Upgrade installed   P h o n e

Commodore Amiga A1084 stereo Monitor inc lead  E 2 5 9 . 0 0
Atari SC1224 Colour Monitor inc lead £ 2 5 9 0 0

E
E
2
1
4

Atari SM124 Mono Monitor including lead  1 9 . . WPhilips CM8833 stereo colour monitor inc. lead for ST or Amiga  9 0 0

24 HOUR CREDIT CARD HOTLINE Te 0908 378008
To order  ei ther  cell  the  order l ine above w i th your  Credi t Car d detai ls OR m ake a cheque  or  P.O. payabl e to:

Digicom Computer Services Ltd and send It with your order to the address below. Showroom open at the atichefros below Mon-Sat 10.00am • 6,00pm.
DIGICOM

Unit 36, Whartaide, Fenny Stratford, MILTON KEYNES, MK2 2A2.
All prices include VAT and delivery by courier

Licensed Credit Brokers * Written quotations available on request APR 34.5% Variable,

Ne w Ata ri User - Issue 4 6  6 7
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B O A R D  GAMES
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game I have seen in a long t ime.
being a computerised vers ion of  a

board game wit h the same name.  It 's
produced by Domark .  who were also re
sponsible for that other blockbus t ing
board game convers ion - Triv ial Pursuit .
In fact, both games have a number of
s imilarit ies ,  both in the way they're play-
ed and in the general style of  the compu-
terised presentat ion.
Your objective in play ing is to progress

round the play ing board as quick ly  as
possible and be the fi rst to fi nish.  You
earn the right  to move by correct ly idea-
hiv ing a word f rom a pic ture represent ing
it drawn on the screen, and if  successful
you move the number  of posit ions deter-
mined by the roll of  a die.
Like Triv ial Pursuit ,  the board posit ions

are marked wit h dif ferent  subject  classifi -
cat ions, and you have to draw pic tures
represent ing words f rom the category you
land on_ in Pic t ionary  these are Person/
Place/Animal (one classification). Object,
Act ion.  Diffi cult .  and All Play. These are
self  explanatory except for the last  two.
'Dif fi cult
- 
c o v e
r s  
c h a
l l e
n g i
n g  
w
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y

category. i.e. ones you're likely  to have
t rouble with!  'Ali Play' can be any type of
word_ but  ANY player can at tempt  to
Identify it ,  not  jus t  the current  player.
The person answering correct ly takes the
next t urn,  so it 's a way of  int roduc ing an
element  of  unpredic tabilit y  into the
game.

(ALI iCKGUE
T he a n s w e t
-
meitts

C o r r e c t
vrn

I
T
i
t
l
e
:

Publisher:
Price:
Reviewer:

PICTIONARY
Domark
£24.99
John S Davison

One to f our indi-
v idual players. or
two to four teams
can play Pictionary_
When you play  as
indiv iduals ,  the
computer handles
the business of
drawing the pic-
tures. I t  secretly
chooses a word
(f rom its  2500 word
list) f or the category
determined by your
current  pos it ion on
the board,  t hen
slickly unrolls  a
blank  drawing canvas over the play ing
board.
The screen now takes on the appearance
of  a drawing program,  complete wit h a
set of drawing tools for produc ing lines,
circles, fi lls.  etc.. plus  a select ion of  line
styles, colours,  and fi ll pat terns.  The
c omput er now proceeds to illus t rate the
word wit h an appropriate drawing.  I t
really  is fasc inat ing to watch the compu-
ter at work ,  as it  chooses the appropriate
tools to sketch out  the pic ture just  as a
human would.
When play ing as teams, one member

f rom each team is nominated as the 'Pie-
turis t '  (what  an awful term!) and has  to
draw the word chosen by the computer
for the rest of  his team to guess. Pour
word cards, each containing a dif ferent

set of  128 words for each category.
are supplied as part  of  the package.
The words  are arranged in a mat rix .
so the computer can tell the Pietur-
ist whic h word to draw by referring
In its row and c olumn number.  In
this way the word remains  hidden
f rom everyone else.
•['he program has a 'pract ice mode'
lyertnit t ing you to use the drawing
facilit ies wit hout  play ing the game.
This  turns  it  into a min i  art  prog-
ram, and you can even save your
work  to disk  and reload it  later.  or
t ransfer it to NeoChrome for f urt her
embellishment .

At the start  of  a game you can set a t ime
limit  of  2 .  or 3 minutes .  whic h acts as
a cont rol of  diffi culty level. The drawing
and guessing of the word mus t  be com-
pleted in this  period. I f  the guess is cor-
rect the computer rolls  the die, moves  the •
appropriate counter along the board as
required_ and the process begins over

()NARY
<) i

•
•
• 
1
1
1
1

again. I f  not, t he next player or team take
their turn.  The winner is the fi rst  player
or team to reach the last pos it ion on the
board and correct ly  guess the fi nal word.
Points are awarded for a correct guess,

based on the number  of seconds remain-
ing of your t ime limit .  Dur ing play you
can display  the score table,  whic h shows
points  scored by each player or team.
number  of  words guessed, average t ime
for guesses. and number  of games
they've won since play  started.
Pict ionary really  is a delight  to use. Ev -

ery thing can be cont rolled wit h the
mouse, joystick, or  keyboard - alone or in
any combinat ion.  'Lliere are no com-
mands  to remember as every thing can be
done by menu or but ton selection. The
clear, colourful graphics  help too, and
there's even a lit t le chap at the bot tom of
the screen who reminds  you what  to do
next v ia 'speech bubbles '.
This  is undoubtedly  another winner
f rom Domark .  Whet her you play solo or
wi t h f riends it 's t remendous  fun - even if
you can't  draw very well.  I f  you liked
'Trivial Pursuit  you' ll love Pict ionaty.

•  GAMEPLAY - easy to use. fasc inatMg
to WOICII, and great fl u!  to play

•  S I G HT AND SOUND clear ,  colourful
buckyrouild screen plus int riguing
computer generated drawing sequ-
ences. Sotald is limited to t it le music
plus (lien.
,  w e l l  
e x e
c u t
e d  
s o
u n
d  
e f
f e
c t
s

- perfect14 adequate for a game qf  this
type

VERDI CT t h e  best game I've seen in
ages
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like a s tandard Text
Adventure wit h Pic-

tures. But . . .
' l it e manual  says. Th i s  is NOT
a convent ional adventure,
where the gameplay  relies
heavily  on object collect ion.
manipulat ion and logical puzzle
solving. The Hound of  Shadow
is a role-play ing game - a realis
tic s imulat ion of  an imaginary
world, "
Eldrit ch games have developed

the concept of  a Timel ine Char
acter'. wi t h many,  many  per-
sonal at t ributes ,  Nvhich you can
use not  only  in the Hound of  Shadmv.
hut  also in t heir f uture games. Unf ort un-
ately the init ial implement at ion in Hound
Of  Shadow is muc h too limited,  True.  the
charac ter creat ion system is all there -
YOU can spend half  an hour invent ing
y our character s ex ,  age. background.
profession (nine to choose f rom, ranging
f rom Freelance Reporter to Psychic Inves-
t igator),  and allocat ing him or her skill
points  in over 40 dif ferent categories,
f rom Brawling to Elect rical Engineering.
and f rom Escapology to Writ t en Lan
guagest

I  Title

Publisher:
Price:
Reviewer:

THE HOUND OF SHADOW
Electronic Arts
E24.99
John Sweeney

ADVENTURE

Hut it  all seems to have very lit t le effect
on how the game plays. Occasionally  you
wil l  get an ext ra paragraph of  text dis-
played, relevant  to your background or
skills, and occasionally  it  allows you to
appear to progress s light ly  faster. For ex-
ample.  at one point  you need to t rans late
an anc ient  text writ t en in Lat in and Ger-
man.  One of  my characters could, one
couldn't .  So, what  should I do? I t ried to
develop my character by get t ing Lat in
and German dic t ionaries  and grammars
and s tudy ing them - the game let me
at tempt  this, but  then told me I could not

succeed anyway.  I decide to t ry  and
fi nd another solut ion to the prob-
lem. But  the game doesn't let you -
as soon as you leave the reading
room you ALWAYS meet your f riend
who INSISTS on t rans lat ing the
book for you whet her you like it  or
not! Which makes hav ing the sk ill
yourself  all rat her point less!
The game is also far too limited in

what  it  can unders tand.  90ri', of
y our commands  will be
answered wit h "I beg your
pardon?" or "I  don't  under-
s tand that".  Most  of  the
game consists of  WAITing

while things  happen around you.
unt i l  you are told to do some-
thing.  then t ry ing to guess what
is the only  command they have
programmed in to allow you to
tell it what  you want  to do!
Th!!re are quite a few hugs and
inconsistencies. Some of the nas-

HOUNDOSHAD01
1
1

tiest inc lude:  you mus t  refer to
GASCOIGNE as J OURNAL (de-
spite the fact that  all other
books are referred to by the au-
thor's  name!),  and if  you want
Miranda you mus t  WRITE to
her (despite the fact that  there
isn't t ime,  and that  %vim' you
do the response says that  you
don't  ac tually  write anyway!).
Each of  these wasted a couple
of hours  for me. as I knew ex-
actly what  I wanted to do. but
couldn' t  get t he game to accept
nw commands !  And at t he end
of the game. jus t  t yping WAIT
UNTIL 12 ins tead of  WAIT can

mean that  you (illogically) die and have to
reload the game f rom scratch - anot her
five minut es  of your life down the drain!
On the posit ive side. The I iound of  Sha•
dow does have an interes t ing Lovecraft -
style horror plot,  there is lots and lots of
text, and the full-screen pic tures  arc ex-

I unders tand that  they realise that  t heir
parser is too l imit ed and that  f ut ure
games i i i  the series wil l use a completely
new one. I t  is an ambit ious  project  and
could develop into an excellent series -
t ime wil l tell!

•  GAMEPLAY Mos t ly  a la i r l y  straight-
f o rward  text adventure

•  GRAPHI CS - Excellent ,full screen pic-
tures of  London in the 1920s

•  VERDI CT - Good story. not so fl ood
implementat ion - let 's hope the next
one is better

New Atori User • Issue 46 6 9
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I t ' s  that  t ime of  year again,  yep you
k now when all those computer
shows seem to appear all in one go.

The Commodore,  Atari and 16 bit  shows
have jus t  fi nished and I 'm now preparing
to pop along to the European Comput er
Ent ert ainment  Show (although by the
t ime you read this  It will all be over,
ahhhh. . ).  Ac tually  I didn' t  at tend the
Atari show (as you wil l  know if  you read
last issues column) but  I did pop along to
the 16 bit  Fair.  and what  fun it  was. New
Atari User were there (although to tell
you the t rut h I didn' t  fi nd out  unt i l  I got
home and sifted t hrough the my riad of
carrier bags fi lled wit h catalogues and
leaflets etc.). Maybe I 'm get t ing old but  it
was really  LOUD in those halls,  wi t h
almost  every conceivable piece of musical
hardware (STE's, Amiga's,  Sega Megad-
rives, PC Engines) blas t ing out  melodic
(and not -so-melodic) orchest rat ions.

V ID I  ST

Rambo,  those wonderful manufac turers
of Vidi ST had a lit t le surprise on their
stand, no not STOS Vidi but  they were
selling the ,STOS extension for Vidi.  I
have it  on good authorit y  that  the editor
for the STOS Vidi extension wil l  be com-
pleted soon, by a small group of prog-
rammers  called the Hi-Tech-Hairies ,
watch this  space for more informat ion.
Anyway  borrowing an Hitachi CCTV
video camera I tested the extension and
Just between you and me - it 's brill iant ,
every thing you can do wit h the original
Vidi editor can be done wit h STOS,
can't  wait  for the STOS Vidi editor.

STOS DEMO S

Also whi le at the show I met  up wit h
Alas tair Craig of Riverdene PDL who have
Just produced an excellent STOS demo
wit h fabulous  graphic's and wonderful
sampled sound,  the demo itself  Is public
domain (and is available f rom the Page 6

IMERIPP!
,

PD library ) but  the source code Is share-
ware and is only  available f rom Riverdene
(phone number at the end of  this col-
umn).  I have exhaust ively dissected this
source code and have discovered some
very interes t ing new things,  one of which
is a poke which t urns  off  the mouse com-
pletely. Ac tually  a lot of  the techniques
whic h the demo uses are cheats, they
look absolutely  mind-blowing but  they
are achieved so s imply  you'll k ick  your-
self 'cos you never thought  of  them.
While I am nagging on about  demos

there is another STOS demo f rom
Richard Gale (creator of the bri l l iant
STOS Typing Tutor).  Us ing one of  the
robots f rom Sprite 600 you can walk
around and enter demo rooms (in typical
ST demo style) whic h then load up a new
demo. This  one contains a lot  more t han
the Riverdene demo but  it  isn't  quite as
Innovative. The source code is available
direct ly  f rom Richard Gale (for a small
donat ion towards  the Encourage-
Richard-To-Writ e-Another-Fabo-Demo
fund) so check it  out  (yes it 's available
f rom the Page 6 PD library).

TH E  C O MPETITIO N

The STOS compet it ion is now over (fin-
ally) but  I cannot  give you a lis t  of  prize
winners  at the moment  'cos I 'm writ ing
this  at the beginning of August. a full lis t
new t ime.
Before we take a look at the programs  I

mus t  issue a word of  warning,  anybody
sending me s tuf f  must  now make sure it
is STE compat ible (the 1.6 STOS update
is PD and available f rom, guess where?).
I mus t  admit  that  I fi nally  succumbed to
temptat ion and upgraded to a 1040STE (I
couldn' t  cope on my  old 520STFM wit h
single sided internal drive), so i f  you do
not  have the STOS update please send
me the source code to any program so
that  I can run It f rom my copy of STOS (if
you do not  want  anybody  else to see your
source code jus t  say so and It wi l l  remain
locked away).

RAINBOWS

Okay, onto the programs  (there are
quite a few this  issue), the fi rst two come
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f rom Anthony  Hosk in who has sent me a
solut ion to the appeal I made for a STOS
rainbow rout ine many  issues ago.
Thank s  Anthony.  the PD discs I promised
are on their way.

THE RAINBOW MODULE

PROGRAM 1 creates a small module
whic h can be loaded into a STOS mem-
ory bank ,  here's  how it  works

LI NES 10-140 tell you about  the
program
LI NE 160 clears the screen and opens a
resolut ion independent  window (but  re-
member this  rout ine only  works  in
medi l lm or low res)
LI NE 200 reserves a small amount  of
memory  for the rout ine M O  bytes, less
than I  Id!) and fi nds the start  address
LINES 210-220 read in the data and
poke it  into the memory  bank. The result
f rom each 'read' is added to the variable
CI I ECKSUM,  this  allows a rudiment ary
error check ing
LINES 290-600 contain the data for the
memory  bat ik

Ok, so there is quite a bit  of data and
you really  want  this  rout ine (don't  you?)
but  you don' t  really  want  to type it  in. To
solve this  problem buy  the latest. STOS
c olumn disc, fi lled to the br im wit h the
programs  f rom the past few issues, avail-
able now f rom the Page 6 Pt) library ,

USEFUL RAINBOWS

The next program demonst rates  just
how useful a Rainbow rout ine can be. i t
can make (almost) any  program look
classy with jus t  a s imple CALL command
(I may  even do a new version of  Treasure
Search to take advantage of  WI). Type in
PROGRAM 2, t his  is how it works

LINES 10-120 jus t  tell you what  a gener-
ally  bril l iant  person Anthony  Hosk in is
for writ ing such a useful rout ine
LI NE 160 sets up the screen
LI NE 170 reserves the memory  bank  and
loads in the module saved when you ran
PROGRAM 1 (you did run it?)
LINES 210-240 draw a 16 colour (0-15)

l e  r a m
20
310
40
50
60

1
7
4
90

110
120
r to i
140

160 k e y  o f f
170 c down
IRO p r i n t  t
190 r a m

h i d .  o n  1  w i n d o p e n  1 . 0 , 9 , 0 8 7 d I v a , 1 2 , 2  I  c u r e  o f f
c e n tr e  " C r e a t i n g  RAINBOW.P RG fi l e  n o w . . . .
cdown 1  c e n t r e  ' P l e a s e  w a i t .
-

200 r e s e r v e  a s  w o r k  1 0 , 8 0 0  ;  B A N K A D OR E S R s ta r t4 1 0 )  t  CHE CK5UW.0
2 1 8  r e s t o r e  2914 t  f o r  LOOP
-
r 1  t o  
3 5 2  ;  
r e a d  
W O  
z  
C H E C K S U M .
C H E C K S U W .
W S

220 d o k e  RAWKADDRESS,WR t  BANKADDRE 55.8ANKADDRE S 5.2 s  m e e t  LOOP2.50 rem
2 4 e  i f  CHFCX S UM .1713375  t h e n  b s a v e  -
r a i n h o w . p r g
.
. 0 t a r t ; 1 1 1 /  
t o  
s t a r t ;
1 1 1 / . 7 0 4  
t

p r i n t  i  c dom n t  c e n t r e  " F i l e  s a v e d  t o  d i s k . "  e l s e  p r i n t  :  c r o w n  i  c e n t r e  -
E r r o ri n  d a t a
252 r e m
260 p r i n t  1  c d o w n  ;  c e n t r e  -
C l i c k  m o u s e  
k e y  
t o  
e m i t . .

270 w h i l e  m ous e  k e y f a l s e  w e n d  ;  d e f a u l t  I  e n d
290 r e m
790 d a t a  a 6 8 1 A ,S 0 .$ 2 9 0 ,4 0 ,S 8 ,6 8 ,S 0 z * O iS E ,S 7 8 0 0 ,4 4 1
L00 d a t a  1 6 0
,
4 0
, S
0
, S
4
A 9 0 . $ 6 7 0
0 , S 2 9 , S 2 F
0 1 , S 6 1 0 0 ,
4 1 2 E ,
4 2 2 1 F , S C
4 8

310 d a t a  S 2 , 4 6 7 0 0 . 4 1 C , S C 4 1 , 4 F , 4 6 E 0 0 , 4 1 4 , S C 4 1 , a 8 i $ 6 9 0 0 , 4 C
320 d a t a  4 6 1 0 0 , 4 4 , 4 4 E 7 5 0 $ 6 1 8 0 , 4 8 5 , 4 4 E 7 5 , $ 3 0 3 4 , 4 2 5 4 , S 4 4 4 0 , 4 6 6 8 0 , 4 1 6
330 d a t a  1 1 4 8 7 A ,S 1 4 ,S 3 F3 C ,5 2 6 ,S 4 E 4 E ,S 5 C 0 F4 1 FA ,4 2 3 E ,4 3 1 4 1 :1 C ,S FFFF,4 4 E 7 5
3 4 0  d a t a  4 4 1 FA ,4 2 1 8 ,4 E 3 4 9 ,4 2 2 7 C ,S FF,S 9 2 4 0 ,S 1 1 1 C 1 ,$ 2 1 4 9 .4 2 0 ,4 3 1 5 1 ,S 1 E
350 d a t a  4 1 1 7 9 , 4 F F , W A 0 9 , 4 4 , 4 1 1 7 9 , 1 1 F F , S F 4 1 0 7 ;4 6 , 4 1 1 7 9 0 I F F ;W 4 1 3
3 6 0  d a t a  4 0 , 9 2 1 7 9 , 4 1 1 , 4 1 2 0 , 4 A , S 2 0 9 9 , 4 8 , 4 7 0 0 1 3 1 7 C , S r 8 9 9 , 4 1 A
378  d a t a  4 3 1 7
C ,
5
0 ,
1
1 5 . 4 3 1 7 C ,
4 0 , S 1 6 , S 3 1
7 C . S 0 , 4 1 4 ,
1 1 3 1 7 C
;
4 0

390 d a t a  4 1 2 i $ 3 1 7 C , 4 0 , 4 1 8 . $ 3 1 7 C , 4 0 , 4 E , 4 2 3 9 ;S F E , S F F , S F 4 8 7
390 d a t a  4 4 3 F A , 4 5 0 . $ 2 3 C 9 , 4 0 , 4 1 2 0 . 4 3 9 , 1 1 1 . . * F F , S F A 0 7 , 4 3 9 $ 1
40e d a t a  4 Fr OWA 1 3 ,S 4 5 FA OS E 9 ,4 2 1 C 9 ,S 0 ,4 7 0 ;4 4 E 7 5 0 1 3 1 4 3 A ,S IA 0 i$ 4 A 4 0
410 d a t a  S 6 1 1 4 0 .4 1 6 ;4 4 0 7 6 ,S /4 ,4 3 F3 C 0 0 2 6 .S 4 E 4 E .S 5 C 8 F;$ 4 1 F0 ,a 1 B A ,S 3 0 1 1 C
420 d a t a  4 0 .4 4 E 7 5 ,4 1 3 FA ,S 1 6 9 ,4 FF,S FA 0 9 ;4 1 3 FA i4 1 6 2 ,S FF;S FA 4 1 7 ,S 1 3 FA
430 d a t a  4 1 5 C ie FFiS FA 1 3 ,S 2 3 FA ,S 1 5 6 0 1 8 ,4 1 2 1 1 1 ,S 2 3 FA ,4 1 4 4 ,S 1 4 .1 7 8
440 d a t a  4 2 2 7 4 1 ,1 1 1 5 C ,S 3 2 0 A ,4 1 5 6 ,S 4 E 7 5 ,4 3 F3 C ,4 4 ,8 4 E 4 E ,4 5 4 9 F.4 4 E 7 5 ,0 4 0 F7
4 5 0  d a t a  0 e a p e , a 4 1 F A , a 2 2 4 , 6 2 2 6 e , a 2 M , 6 3 7 1 1 A . $ 1 3 6 . $ & 6 9 , g 1 , 6 E , S C 6 1 9
460  d a t a  4 0 ,0 :0 1 6 6 0 0 ,4 3 4 ,4 3 1 7 C ;a 0 ,S E ,4 6 6 9 ,3 1 ,S 1 1 1 1 ,S C A O
4 7 0  d a t a  $ B , S 1 0 , 1 6 6 0 0 , S I E . $ 3 1 7 C , S 0 , S 1 0 4 , 6 6 0 ,S 1 ,W1 2 ,S C 6 6
4B0 d a t a  $ 8 , • $ 2 ,S 6 6 8 0 ,S E I ,S 3 1 7 C ,S B ,S 1 2 ,8 1 1 7 C ,S FB B B .S IA ,S S M 3 A
4Y0 d a t a  S E 2 ;S E 1 4 0 ,4 0 1 6 0 ,4 1 0 1 ,4 3 8 3 A ,S D A ,S E 9 4 0 ,1 1 8 1 6 0 ,4 1 A 1 4 3 0 3 A ,S C A
5 0 0  d a t a  1101613,1t1A,44CRF,43010 a 9 /3 9 ,4 8 ,S FF,S 4 A OF,S 4 E 7 3 ,4 1 3 FC ,4 0
n i g  d a t a  4 F F . S F A I S , S 1 3 F C 4 4 1 . S F F , S F A 2 l i a C 3 9 , a 1 , 4 F F . S F A 2 1 ;4 6 6 0 0
520 d a t a  S FFE E ,4 1 3 FC ,4 5 ,S FF,S FA IS ,S 4 0 E 7 ,S 9 0 9 0 ,4 4 1 FA ,S 7 E ,S 6 6 9 ,4 1
530 d a t a  4 1 4 , 4 C 6 5 , 4 9 . 4 1 4 , 4 6 6 0 0 . 4 3 4 , 4 3 1 7 C , 5 1 4 , S 1 4 , 4 6 6 9 , 4 1
540 d a t e  4 1 6 z 4 C 6 0 , 4 0 , 4 1 6 , 4 6 6 0 0 , 1 1 E , S 3 1 7 C , S 0 , 1 ;1 6 , S 6 6 8 , 4 1
550  d a t a  4 .1 0 ,4 C 6 8 ;4 9 ;4 1 8 ,0 6 6 0 0 ;4 1 4 ,4 3 1 7 C ,A 1 0 ;4 1 1 3 .4 3 1 7 C ,4 F9 9 8
540  d a t a  S IA ,S 3 4 4 1 A ,S 4 A ,S E 1 4 0 ,S 1 1 1 6 9 ,WIA ia 3 8 1 4 ,4 1 E ,S E 9 4 0 ,4 0 1 6 9 ,4 1 A
570  d a t a  4 3 0 3 A ,4 3 2 ,4 8 1 6 8 ,4 1 A ,4 3 1 7 A ,S 2 A ,5 E ,1 1 1 3 1 7 A ,4 2 6 ,S 1 0 ,4 3 1 7 A
nee d a t a  4 2 2 , 4 1 2 , 4 4 C D F , 4 1 8 1 , 1 4 E F 9 . 4 0 ;a 0 . 4 8 . 4 0 . 4 0 ;4 0
5 9 0  d a t a  $
0
,
4 0
,
4 1
0 , 4 0 , 6 0
.
4 0 . 4 0 , S
8 , S 0 . 4 8
. 4 0

6 0 0  d a t a  S O , S O , S 0 , 4 0 , 1 4 1 , S 8 , S O , S 0 . 4 0 . $ 0 , 4 0

Program 1 - a machine code rainbow scrolling module

bar chart  and display a lit t le message
LINES 280-290 are the interes t ing lines.
To s tart / s top the rout ine you need to
pass a value into DREG(0),  a value of  1
wi l l  wil l  switch the colour cycling on and
a value of  0 will stop it. You wil l also
need to pass the value of  the colour reg-
is ter you wis h to cycle into DREG( I) (this
can 0-15 in low res or 0-3 in medium
res). Of  course before you see any
changes you wil l  have to CALL the
rout ine us ing - CALL bank number
LINES 310-370 actually  cause the
rout ine to cycle each bar in the chart
indiv idually ,  this  cont inues unt i l  you
click on the mouse

AN IN TER LU D E

A short  interlude before the next prog-
ram.  I did fully  intend to do a lit t le
SPEAKTEX tutorial (the PD speech
generator for STOS) this  issue but  unfor-
tunately  af ter look ing at the module it
seems a lit t le too big to publis h as a
lis t ing (about  3010!)1!) so 1 have put  it  on
the second STOS c olumn disk  (available
f rom the usual place), i f  enough people
buy  it  I wi l l  publish a small piece on it.

cont inued
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BACK TO THE
PROGRAMS

The last program for this issue is a real
corker (it should be, I wrote b a s i c -
ally  it al lows  you to paste sprites on the
screen. I t  is something that  the program-
mers  of  Fun School 3 needed so that  they
could create sheets of animat ion to port
over to other machines.  so I obliged and
wrote this.  To use it  you jus t  load a sprite
hank  (the 'I ]  key) and cycle t hrough the
sprite bank  (the '+' and '-' keys) plot t ing
the sprites onto any part  of  the screen
you wish (by press ing the left  mouse key
and then the right),  you can then save
the screen (press '51. The program also
inc ludes  some very interes t ing 'hacks'
into the sprite bank,  here's how it works

LI NE 150 sets up init ial sprite number
and reserve's a screen (used for the undo
feature)
LI NE 160 does a few jumps  to set up the
screen, load a sprite bank  and calculate
the inf ormat ion needed about  the sprite
bank

LI NE 170 changes the mouse to the
image of the fi rst sprite
LINES 180-280 do the import ant  bits  of
check ing the keyboard and mousekeys
LI NE 370 fi nds the start  of  the sprite
hank  (past the header informat ion)
LINES 380-390 fi nd the xsize and ysize
of a sprite (determined by the variable
s pnum)
LINES 400-410 fi nd the x and y hotspot
of a sprite (determined by the variable
s pnum)
LI NE 420 sets up the mouse limit s
LI NE 470 grabs the screen before eras ing
It wit h the fi le selector

LI NE 480 changes the mouse back to the
appropriate sprite if  a sprite bank  is not
loaded and then restores the screen
LI NE 490 loads the new sprite bank,  gets
the sprite palette. fi nds the number  of
sprites. changes the mouse to the fi rst
sprite and then calculates the sprite in-

-  f o r m a t i o n
LI NE 500 pokes the sprite palet te into
screen 6
LI NE 510 restores the old screen (erase
It if  you want )

72  I s s u e  46 - New Atari User

LINES 550-560 hack into the sprite
bank  to fi nd out  the palette
LI NE 600 grabs a copy of  the screen and
changes the mouse back to normal.  I t
then pops up a the selector and af ter
typing something restores the screen
back to normal

LI NE 610 jumps  back to the main prog-
ram if  no name was typed In
LI NE 620 saves the screen to disk

LI NE 670 gets the x / y  coordinates of the
111011Se

LI NE 680 grabs the screen before we plot
the sprite (used for undo mode), the
sprite is then posit ioned and pasted onto
the screen us ing PUT SPRITE. A box is
then drawn around the sprite
LI NE 730 copies the screen into bank  6,
the colour Is then poked into the area in
bank  6 that  stores the colour palette
LI NE 770 this  bit  does the pok ing
LI NE 810 copies screen 6 back to the
phys ical screen
That 's  it, I hope you fi nd the program as

useful as I k now many  people have found
it over the past few weeks.

2 0  r o e  •
3 0  r e m
* 0  r e m  •
5 0  r a m  •
6 0  r a m  I
7 0  r a m
8 0  r o e  •
00 r e m  •
100 r e m  •  F o r  NEW A TA R I
110 r e m  •
128
ISO r e m
140 r e m
150 r e m
160 b r e a k  o i f  i  k e y  o f f  t
170 e r a s e  1 0  1  r o s a r y *  a s
1 0 0  r a m
190 r a m  <
200 r e m
210 11 .0  Y • 4 0
228 f o r  C01 ,11  t o  1 5  i  i n k  COL
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S et

OOPS, MR  EDITOR!

Hey, before I pop back into looney land
did anybody not ice the s light  mis take in
the last issue? Quite a k w people who
have writ t en to me commented on my
rat her unus ual spelling of  'diskuss'. this
is due to the fact t hat  I usually  spell disk
(as in 3,5" floppies) wi t h a 'C', bu t  N.A.U.
prefers to use the more unique way of
spelling disk  wit h a l c  (st ill wit h me?),
anyway to cut a long story short  a s light
mis take obv ious ly  occurred wit h the
Search/Replace func t ions  of  the good old
word processor. Apologies to those who
thought  I may  have been re-writ ing the
English dic t ionary .

egde  0  t  h i d e  o n  i  c u r s  0 4 4
d a ta  1 8 . 0 0 0  4  l o a d  • r a i n b o w . p r g
.
, 1 8

SIGNING OFF

Thank s  to Sandra Sharkey  (all-round-
amaz ing person) for the collect ion of  PD
disks, they are always bri l l iant l l  That 's  it
for this  t ime, i f  you want  any of  the new
STOS PD disks (they inc lude games,
demos and loads of  sample disks) contact

•
RAINBOW P r ogr a m  l i s t i n g  * 2  •

C olour  c y c l i n g  de m o u s i n g  a  m a c h ine  c o d e  m odule  i n  memory b a n k  * i g  a
under  c o n t r o l  o f  tifi L a n d  V OL i n t e r r u p t s .  • •

By A n th o n y  H o s k i n  • •
USER P A C E  6  M a g a • i n e  2 2 t h  J u l y  1 9 9 0

and l o a d  memory ba nk  1 0  - - - - - - - - - - - >

up c o l o u r  b a r  d I s p l a y  - - - - - - - - - - - - - - - - - - - -

ba r  1 . v  t o  X * 1 9 .9 4 1 .1 9  1  f  m o a t  C OL
r a inbow de m o."
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ran,<  C y c l e  th r o u g h  a l l  1 6  c o l o u r *
re m
rem dr e g4 0 1  •  r i p p l e  o n / r i p p l e  o f f  fl a g  s  I  •  o n  ,  o f f
r e .  d r e g fi i  •  C Olgur  r e g i s t e r  num be r  i  0  t o  1 5  i n c l u s i v e  i
,
W
M
COL=M t i m e r e l ,
w h i l e  m ous e  k e y m fa l e e
l o c a te  0 . 2  4  c e n t r e  •  C y c l i n g  c o l o u r  4 1 • • s tr 4 4 C 0 1 .4 •
.340 d r e g i 0 i . 1  z  d r e g t1 ) . C O L  i  c a l l  1 0

530 i f  t i m e r > 7 0 0  t h a n  d r e g I 0 / . 0  i  c a l l  1 0  4  I n c  C OL • t i a a r . 8
360 I f  C OL>1 5  t h a 6  C OL- 0
S ill we nd
3ao
390 r e m  < T idy  u p  b e f o r e  t e r m i n a t i n g  pr ogr a m
400 r e m

Above - Program 2 - a demo using the rainbow routine
Right - a routine for pasting sprites



110 r e m
120 r e m
130 r e .
146 r e .

SIMPLE S P R ITE  P LOTTE R

By P e t e r  H ic k m a n

15e S P N U tte l .  r e s e r v e  a s  s c r e e n  6
1643 go- S ub 3 3 8  g o s u b  e f e  s  gom ub 3 7 0
176 c h a n g e  m ous e  4
IDe r e p e a t
190 TE M P 6 e uppe r 5 is nk e y S 1
20e TEmPmmouse k e y
710 i f  TE M P S . . . . " . . d  sP NumocmeE R_or  S P RiTE S  t h e n  i n u  SPNUM 1  g o s u b  3 7 emeuse 3#SPNUM
220 i f  TE M P S m "." a n d  S P NUM :I t h e n  d e c  SPNUM g o s u b  : 7 8  t  c h a n g e  u s e  i - s m u n
230 1 #  T E M P l i e L "  t h e n  g0 S ub 4 7 0
240 s f  TE M P Os"S " t h e n  g o s u b  6 0 0
250 i f  TE M P e l t h e n  goomb 6 6 e
268  i f  TE M P tm"CT t h e n  c l u
776  i f  TE M P S e"U" t h e n  g o s u b  D I O
2 8 0  u n t i l  T E M P e e
.
0
-

290  e n d
3 8 0  r e m
310 r e m  S E T  U P  SCREEN
32e r e m
330 k e y  o f f  i  m o d e  0  :  c u r s  o f f  c h . !  a  fl a s h  o f f  :  r e t u r n
340 r e m
3 5 0  r e m  F I N D  I f Y  O F  S P R ITE
360 r e m
370 G r m s t4 r t. 1 8 . 0 2 2
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390  vmpeektS Te4( 5P NUM • 118 .88*5 )
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.
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4 8 e  i f  NAM E S m"" t h e n  c ha nge  m ous e  l e S M e fe  g o s u b  R I O  r e t u r n
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556 S P m h u n ti s ta r t4 1 )  t o  s t a r t fi l e l e n g t h 1 1 1 , " P A C T " /  i f  S P e 0  t h a n  r e t u r n
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500 r e m  S A V E  N E 0  P ICTURE
590 r e m
6e01 g o s u b  7 3 8  c h a n g e  m ous e  1  .  l i m i t  /s ous e  2  NAM E S ...411e 5 e 1 e c t S . . N E O " . " P I C S
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7010 r e m
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728 r e m
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75e r e m  G E T  P ALE TTE
768 r e m
778 f o r  LOP e e  t o  1 5  .  d o k e  s ta r t1 6 1 . 3 2 0 0 8 . C 1 0 P a 2 / , c o l o u r E L O P I  I  n e x t  LOP
r e tu r n
780 r
790 r e m  P U T  SCREEN
808 r e m
Ole  h i d e  •  s c r e e n  C opy  6  t o  p h y s i c  s 4 r e e n  cots )
,870 g o t  p a l e t t e  1 6 .  r e t u r n

* . . . . . . . . . . .

,
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Change

Page 6 publis hing for a full list  of  their
excellent software. I f  you want  to k now
more about  the Riverdene STOS demo
source code give t hem a bell on (0734)
452416.
What  the heck, whi le I 'm plugging every

company  under the sun I might  as well
ment ion my  old mate Aaron Fothergill
whose STOS c lub has now reached 700
members .  i f  you want  more Informat ion

drop h im a line at 1 LOWER MOOR.
1PVHIDDEN VALLEY. BARNSTAPLE.
NORTI I  DEVON.  EX32 EiNW and remem-
ber to give me a ment ion (please)!ll

Okay have fun and I ' ll speak to you in
the nex t  issue (perhaps I ' ll give you a
report  on what  Mandar in got up  to at  the
European Comput er Entertainment
Show).

tTOS
f r o m  P A G E  6

NEW ATARI  USER wants  you to
enj oy the del i ghts of STOS wi th

these special  offers

STOS BASIC
The programming language

you need to get started
Re c om m e nde d pr ice £29. 95
OUR PRICE E21 .95

STOS MAESTRO PLUS
Add your own sampled sounds with
this cart ridge and sof tware package

Re c om m e nde d pr i ce E69. 95
OUR PRICE E49.95

STOS COMPILER
Turn your programs  into
ultra fast machine code

Re c om m e nde d pr i ce l e19 . 95
OUR PRICE E14.95

STOS SPRITES 600
Add this collection of sprites

to your programs
Re c om m e nde d pr ice £14. 95
OUR PRICE E9.95

GAMES GALORE
Or lust play some great games

written by others
Re c om m e nde d pr ice £19. 95
OUR PRICE E14.95

All these offers available to readers of
NEW ATARI USER from Page 6 Publishing
Use the order form on page 49 or write to
PAGE 6. P.O. box 54, Stafford, ST16 1DR

Credit card orders accepted
by telephone to 0785 213928

or by FAX on 0785 54355

Wri te to Peter Hi ckm an
a t

3 6  CLEVERLEY ESTATE
WORMHOLT ROAD

LONDON
W 1 2  OLX
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STRATEGY

GOLD OF THE
AMERICAS
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you f our small armies,  three groups
of colonists, a couple of t rading ves-

sels and two of  his best  explorers, wi t h
ins t ruc t ions  to explore and colonise the
New World,  Every ten years he will send
out  more help, but  he wil l of  course want
TAXES in return!  The main problem is
that  you are only  one of  four such groups
(England.  Portugal.  Spain and France)
who each want  more t han their fair share
of  the Americas!
Gold of  the Americas  is a very colourful.

mouse•driven s imulat ion of  the period
f rom 1501 t o 1800.  I t  follows the stan-
dard War Game philosophy  of  allowing
each player to enter a set of  ins t ruc t ions
for his forces, then resolves t hem us ing
internal "Combat  Resolut ion Tables" and
"s imulated dice throws".
On each t urn you are lead t hrough de-

tailed reports  of all the prev ious move's
activit ies. This  is followed by the Acquis i-
t ion Phase. In whic h you spend your
money  on armies,  colonists.  t rading
ships. warships .  privateers.  or slaves to
supplement  those sent f rom home. The
left hand side of  the screen always shows
the current  map of  the Americas.  and
you can point  anywhere on it  to get an
Immediate pic torial report  of an area -
colony size, development,  loyalty:  nat ive
strength:  mineral  and gold resources; c li-
mate and agricult ural potent ial.
The next  phase is Placement - y our re-

sources are all shown graphically .  you

M i t
$2168111111

469

t i t •  j e s t - 9  g r a c i o u s i
p e r r t i  w 0 t 1 1  l o  d o n a t e

3000 t o  -
t h e  
C r o w
n

e a s ur s t  S e c  r f t t F u n d s

I  Title

Publisher:
Price:
Reviewer:

GOLD OF THE AMERICAS
Strategic Studies Group
£24.99
John Sweeney

jus t  select and
drag_ You can send
explorers to t ry  and
open up new areas.
or to lead your
armies  on raids  or
invasions: you can
send colonis ts  to
newly  explored
areas, or to build
up exis t ing col-
onies: you can
place your t raders.
warships  and pri-
vateers In the
various oceans.
Armies  are also
useful to help keep your explorers and
colonists alive during the early turns ,  be-
fore all the nat ives die of  European dis-
eases!
The last  phase is Colony  Management  -

each colony can. opt ionally .  be exploited
(preferably only if  they have nat ives or
slaves!). developed (put  extra money  into
growing faster). or placated (init ially  it  is
to placate the nat ives and stop them eat-
ing your colonists, later It is  to placate
the colonists and stop them dec laring
independence!  - the more astute of you
wil l  have not iced that  the game fi nishes
24 years AFTER the American Revolu-
non!).
Each of  the other players then gets to

make his turn.  The new status of the
world is displayed. And off you go again

for the next turn.  I f  the other play-
ers are being run by the computer
iyou can choose Novice. Normal or
Expert  for each enemy country)
then the t urn is almost ins tantane-
ous. I f  you are play ing against  hu-
mans  then they wil l  probably  want
you to leave the room while they
make their moves - usually  2 or 3
minutes  per player per turn,  even if
you hurry .
A solo game against  the computer

lakes a couple of hours.  You wil l
iced to play quite a few games to

really unders tand how it  all hangs
together. I f  you develop too quick ly

y our colonies will go independent .  i f  you
go too s lowly they may die out  or not give
you enough cash_ Extort ionate taxes
mean that  you never have enough
money, so you can never keep all your
fleets and colonies as you would like. The
enemy keep raiding or invading,  and you
have no cont rol of  your mother country 's

foreign policy - France may  Invade a col-
ony of  yours on one turn,  t hen when you
t ry  to retaliate you fi nd You are not
allowed to because some idiot  back home
has signed a peace t reaty  wit h them!  Pri-
vateers. diseases and revolts beset you
on every side!
I felt at  t imes  that  perhaps  there was a

lit t le too muc h randomness  and that  I
would like to k now the details  of  some of
the CRTs to help me make decisions.
There is f urt her variabilit y  in that  the
dif ferent  count ries  get dif ferent  amount s
of  home support  at dif ferent  stages of the
game, for instance Spain starts out wi t h
a lot of  help f rom home.  whic h tails  of f
Just as England and France start  get t ing
lots of help and start  really  beat ing Spain
up - maybe his torically  accurate,  but
very f rus t rat ing.  Some of  that random-
ness can be removed by t urning off the
His torical Options_
Playing against  humans  requires a lot  of

t ime as each player wil l need at least two
hours ,  and there is not  a lot to do while
y our opponents  are mak ing their moves -
s t ill if  you like that  sort of  game then this
is an excellent example of It.

• G A ME P L A Y  - Nice !War Game wit h lots
of features  - well designed mouse in-
terfaces make it fun to play

•  GRAPHI CS - Lois of  excellent pictures.
well designed so that you can easily
se e  w h a t  i  h a p p e n i n g

•  VERDI CT A  good war  game for 1 to 4
players  - as long as you have lots of
t ime
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*  POCKET SIZED *  PC-COMPATIBLE *  PERSONAL ORGANISER *

SPECIFICATION
•  P r oc es s or : In te l  80060 at 4.9152Mhz.
•  Oper a ting  S y s tem : Com patib le wi th MS-DOS 2.11.
• In te r na l  R OM
. 2 5 6 K  
c o n t a i
n i n g  
B I O
S ,  
o p e
r a t i
n g  
s y
s t
e m

and applications  suite.
• R A M  128K  with an internal RAM disk. confi gurable from

BK. Externally  expandable to 6-40K RAM,
• K ey boar d, 6 3  keys. OWERTY, IBM PC BIOS compatible.

Burled numeric pad and lunc tcp keys. Optional key circk
•  Char ac ter  S e t: E x tended IBM ASCII (255 cheracterst
•  Mass  s to r age : c r ed i t card sized memory cards (32K or

64K or  128K RAM).
• Dis play . Graphics  LCD, supenwist technology, MDA com-

patible. 40 columns x 8  lines. 240 x 6 4  pixels  (with the
option t o  w indow a  fu l l  S O x 25 charac ter  display ) .
Keyboard controlled contras t.

•  Pe i ri p h e rare  S O  p i n  e xp an si o n  B U S  t o  take  se ri al  an d
parallel por ts  and memory expans ion units .

* S i ze . '  8 '  x 4 '  x 1 • (2 0 Cittnrn X 105.rnrn o 2 9 n rn ,i .

* We i g h t; 4 9 5  grarnmee (with batter ies) .
* A pp l i c a tions , c alendar  and diary . address and phone

book  Lotus 1-2-3 ccenoatVe spreadsheet, test processor,
commumcallons software

COMING SOON!
In addition to the excellent setware Isullt•in to the Portfolio Free
ol Charge !see night), ohm software and peripheral products. suds
lb The scphishcaled Pocket Finance package and serialkenhonics
interlaces are available. And ,I doesn't slop there Many manutac-

turers have tecognised the potential ol tbs  Portfolio and harealready started lo design new peripherals and software. Producls
curientT under deVelOdment include: Serial interlace with built
in mini modern, Apple Macintosh interlace, business utility  and
programming software plus  a  range of adventure and battle
strategy games. For lunher free details on the Porlfol(o range. f
,
:
in the coupon below and return .1
1 0   S s h e e  
S y s t e m s  
n o w

AL ATAKI
Portfolio
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T H E  P C
IN Y O U RPOCKET

The new Portfolio from Atari is the world's first pocket-
sized electronic organiser that is also a powerful PC
compatible computer with a full OWERTY keyboard
and scrolling 80x25 character display
Portfolio includes everything you would expect from an
electronic organiser a n  address and telephone book.
time manager, diary  and sophisticated calculator
Portfolio also includes several functions that you would
not expect a  spreadsheet for your personal budget
and expense records, as  well as a text processor for
typing memos and letters.
And, because Atari's Portfolio is PC compatible, it  can
communicate with your desktop PC at home, or in the
office, You can transfer files from one to the other to
enable you to update your reports and figures with the
Portfolio while you are on the move.

FOR IC 9 9
I N C

ONLY V A T

BUILT-IN APPLICATIONS
TO G E T  YOU ORGANISEDE

To get yOu Started Portfolio comes with a suite
Of owe uselul functions built- n, all accessible
from a  s imple m enu display.

TI ME  M A N A G E R
More than just an trectronic diary, the Porholio
Time Manager  enables  you to  plan your  ap-
pointments via a comprehensive calendar and
diary. II can even be programmed to sound an
audible alarm at specific times to remind you
of impor tant appointments

C A L C U L A T O R
Veer % l i t h o  will be invaluable in the onc e or
at home as a powerful pocket calculator. It has
a ful l  range of luncliOnS. inc luding fac tor ial,

power and root calculations, a ll with mult
display formals and memories.
ADDRESS BOOK & DIALLER

Portfolio has a complete addess book facility
that allows you to store hundreds of addresses
ancl phone numters. And, at the touch 01 a butt-
ton, you can retneve any one of them, or search
fell a  specific grouping, such as "a ll Italian
restaurants". And, when you are ready to book
yotrtabl
e, 
h o k l  
w u
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r t I
O I
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y
O
,
J
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t
e
l
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mouthpiece and use its special built-in tone
dialler to  dial the number for we .

T E X T  P R O C E S S O R
The Portfolia'sbeilt-in lest processor program

includes word wrap. line and column count,
string search, in tact most of the functions you
would find in  a  word processor. I I  handles
Order and word processor control codes and
allows easy transter of tiles between Portfolio
and your desktop PC.

S P R E A D S H E E T
RX foal Calculating power. Portfolio has a Lotus
1-2
-
3 
c
o
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h
e
e
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b
u
i
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t
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127 cdumns x 225 rows and reaCISAuriteS Lotus
111.0 and V2.01 ti les , s o you can transfer  data
to and from Lotus 1-2-3 on your desktop PC.
The Port1olio's 256K ROM includes MS-DOS
and PC BIOS compatible Systems software

MEMORY CARDS
e we  end re trie ve  tiara and programs tram

ire ovin NAM, or Iron* email credit card e d . memory cams.
trim eice into a  buthin card dirne The  Cared -we available
in MOO sae s 32K GaK ;io d in e . Sc. you can carry a tarry
ot de tain your wicke t The  card  e rns Silo acce pts RCN

e
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POWER SUPPLY
Folle tte  Is passive
,
' b y  
t h r e e  
k a -  
b e r t h s
-
l e e  
w i d
t h  
s i
l l  
r
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terns. lc sit wee thyrith normal .10 . 0
, b o r n  t h e  
r r a r - n a  
u s

Ina an  eoertier All rho pensekeele lake  the ir panter horn
the Pardee°. so no *sire  bearers& Cu edaplom are  reciared.
A be fie rtioa•  e arning end ebberbry beck-up ensure  Thal
redrmation is not kost *hon use balteriere e re  shorge d

1 5 = 1 1
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INTERFACES & PERIPHERALS
wen other computers arid stet
,poets g re e in g  range  e t cienortrevale via a mall in SO pin

bus ncrnectet. Peopheiele ovelksOin include serial and
paralkil irce rhacasand Me nlo), esuandersfyoKria3K) Ye J
car arse  arid a card  mina lo you
, d e t i l i t s o  
P C .  t o  
e t t a b l e

tin  roar:thyme so P ad d ie s cards

SILICA SYSTEMS OFFER YOU
FREE OVERNIGHT COURIER DELIVERY: On  a ll hardware orders shipped in  the UK.
TECHNICAL SUPPORT HELPL INE Team of Atari technical experts at your service.
PRICE MATCH: We  normally match competilOrs on a  "Same product - Same p rice " basis
ESTABLISHED 12 YEARS,  Proven track record in  professional computer sales.
Ea u  TURNOVER (yI t h  6 0  sta f f ): So lid  and reliable with maintained growth.
BLISMESS/EDUCATION/GOVERNMENT, Volume discounts available for large orders.
SHOWROOMS: Demonstration and training facilit ies at our London & Sidcup branches.
THE FULL STOCK RANGE; Al l  01 your Atari PC requirements front one supplier,
FREE CATALOGUES: Wil l  be  mailed to  you with otters and software/peripheral details.
PAYMENT
- B y  
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h ,  
c h
e q
u e  
a
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d  
a
l
l  
m
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r  
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r
e
d
i
t  
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CREDIT PAYMENT TERM S: Silica  are licensed credit  brokers - details on request
Befote you Olocicte when to buy your nrew Atari Portloko, we suggest you think way carefully about WHERE you
bay il Co n sid e r wh at it will bre M e  a fe w more le s alte r buying yo u r Portfolio, whe n  you  may re quire  are d ite nal
pe riphe rals or so ltware . or he ro e nd ad vice  with your ne w dorchatie  An d ,  will the  co mp an y you buy from contact
you with  de tails of n o .  Po ttlo te  products.? At SiliCa Syste ms, we  e nsure  Me t you will hone ne thing to wo rry about.
Silica Syste ms is a n e w disunion al  Sil ica Shoe . M e  u l cs le ading Atari  sp e cialists. Th is ne w tu viap n  h as been
eStalteShed 1Cr finthode a se rvice  to the  more  seNcitAS home  use r, e s we lt as to bue rne ts and e ducation ourchase re
Siirca have  been e stab lishe d for Oyer ,
2  y e a r s ,  a n dhave an  an n u al t u n
-
g i ve r o f  
c i d  
m i l l i o
n  
W i t
h  
o u
r

1„einnelled e xpe rie nce  an d  e xo ffrie s, we  can  n o w
claim m me i?
, o u r  
C u a t O
r n e r e  
r e q
u i r e
m e n
t s  
w
i
t
h  
a
n

uttrie rstanding wh ich  is se cond to  none  Bu t don't
lust Wee  our wo rd  fo r ;I. Comple te  an d  re tu rn  th e
cot,pon re w tor Cu' late at Fre e  lle ratu re  and begin
to experience the •' Silica Systems Service"

SILICA
SYSTEMS

MAIL ORDER: 1 - 4  The Mews, Hatheney Rd. Sidcup. Kent, DA14 4DX
aro.. Lines Open. M on
-
S e t 
0 6 0 e n t • S C
O o m  
N o  
L a
t e  
N q
I n  
C l i
N m e
9  
S
a
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LONDON SHOP: 5 2  Tottenham Court Road, London, WV DBA
op a, , , 9  He ra's. M a r a S a l  th e re -DO W
,
.  L a t e  
r O i t h r  -
h u r s d a y  
e m i t  
O p ,  
F a
r

Tel: 081.30E11111
No O at 30e M a
Tel: 071.500 4000
raw O P 323 ,
t 7 T ISIEICUP SHOP: 1 - 4  the Mews, Hathedey Rd. Sidcup. Kant, DA14 40X

Op e rirg  Houls ad i e re S e l  9 0 0 8 .4 3 0 1 am L e t s  Night: F rid ay torsi O n  F r o
BUSINESSAIMICATION: 1 - 4  The Mews, Hatheriey Rd. Sidcup, Kent. DAM 4DXoro, Lanus Open, liacen-Fri oonnie COpirn c i n s , o  Cu', Seturdais S a x

Tel: 0814102 8811
No C C  aCe
Tel: 001•3011
No Do i  ace  oisco

r o :  Silica Systems, Dept PSIX-1090-38, 1-4 The Mews, Hatherley Rd, Sidcup, Kent DA14 4 7
1
%

PLEASE SEND INFORMATION ON PORTFOLIO
Mr.fkl r srMs •   I n i t i a l s :    S u r n a m e :

Address:

P o s t c o d e : , „

Tel (Home):   T e l  (Work):

Company Name:
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WHO HAS THE BEST PUBLIC DOMAIN LIBRARY?
Hundreds of disks for both the Atari XL/XE and
the Atari ST but with a difference - every disk
in the PAGE 6 LIBRARY is carefully selected
we don't throw in everything just to make our
catalogue bigger.

Also PAGE 6 are the originators of THE CLIP
ART COLLECTIONS • hundreds of quality im-
ages to include in your DTP creations

CATALOGUES AVAILABLE FOR BOTH XL/XE
and ST - PLEASE PHONE FOR YOUR COPY

M A P P I N G
(2‘) T H E  A M R I

(
"
z
"
n
3
L

•

, jobli
4

GREAT
r! lf;H'. . . . ._____

THE (Joy
,M

i l
a
r
s

N:0••••
• 1

itilOrrc

G U I D E
tMINC LN C

WHO HAS THE BEST SELECTION Of ATARI BOOKS?
We import books direct from the USA,
particularly COMPUTE! publishers of
the best books available for the XL/XE
and ST

SPECIALISTS IN BOOKS FOR FLIGHT
SIMULATOR 2 .  SOME GREAT TITLES
THAT YOU DON'T SEE ELSEWHERE

WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT?
Keep that equipment free from dust and spills. We have been selling our top
quality dust covers for over five years with thousands of satisfied customers

A N D  WE SELL C A B L E S ,  BINDERS,
REFERENCE MANUALS, BLANK DISKS

as well as having regular offers on selected ST and XL/XE software

THE PAGE 6 ACCESSORY SHOP
P.O BOX 54, STAFFORD, ST16 1DR

Telephone 0785 213928 A s k  for our FREE catalogues


